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T H E  N E W  B R E E D  O F  C O M B A T  U N I V E R S E .  

WHAT STA RTED AS A PAPER-BAS ED, ROLE-PLAYING 

GAME I S ABOUT TO RE ACH EPIC PROPORTIONS. 

THE HEAV Y GE AR™ UNIVERSE. PERPETUATED BY A 

WAR BE TWEEN NO RTHERN AN D SOU THERN LEA6UES. 

DEFINED BY A SUPERIOR W AR MAC HINE, THE HEA VY 

GEAR. BROUGHT TO LI FE BY THE PR ODUCERS OF THE 

#1-SELLIN6, 3-D COMBAT SIM ULATOR OF ALL TIME. 

HEAVY GEAR. THE NE W CO MBAT UNIVERSE. 

PILOT ON E O F 16 HE AVY G EAR 
WAR M ACHINES, AS WELL AS 
STRIDERS AN D O THER A RMORED 
VEHICLES. 

THE ST UNNING GRAPHICS A RE 
ELEVATED T O T HE NEXT L EVEL 
WITH DIRECT 3D S UPPORT. 
(SCREEN S HOTS FEATURE DS» 

ENGAGE IN A B RUTAL W AR 
PITTING T HE N ORTHERN A ND 
SOUTHERN L EAGUES A GAINST 
EACH O THER. 

6 1997 DREAM POO 9. ,NC . » TAR6ET 6*9. AD. BA SED « THE HEAT, SEAT RE CHEATED A ND 0«ED BY DREAM POD 9. INC. AC TEVISIO. ,9 A REGISTERED T RADENAME O f AC TIV.SEON. INC. 0,997 ACT, .19,ON. IK. .CI «19n9 RE9ERYED. A LE OTHER TRADEMARKS AND T RADE N*9 ARE PROPERTIES O F T«I. RESPECTIVE ONUS. 



*11VftSt 

WWW. ACTIVISIOH.COH 



E Ixtlus'wety 
PtaySWtion 

fkauirfji 

PlayStation 

% I Gome n enhanced version of the popular 16 bit title - now impossible 
to find! Ogre Battle: The March of the Black Queen features 
improved graphics, additional musical scores, and we have even 

redone the spells to look even better than the original version! 

Command your army through the Zenobian Empire and reclaim the 
continent! Along the way. recruit additional characters to join your 
quest. Once in control, w ill you hand over power to the rightful ruler 
or keep the continent for yourself? 

Only you can decide! I 3 * • 

A proven hit! The name says it all! I ^̂ f!L .• [J 

U N I Q U E  F E A T U R E  S  

COMMAND 75 DIFFERENT TYPES OF CHARACTERS! 
13 POSSIBLE ENDINGS ENHANCE REPLAY VALUE. 
NOV LINEAR GAMEPLAY. 
HAVE THE OPPORTUNITY TO BE EITHER GOOD. NEUTRAL OR EVIL! 
THIS LIMITED EDITION TAKES OGRE BATTLE TO A WHOLE NEW 
LEVEL OF 32 BIT GAMEPLAY! 

-o-u Stategv/RPf*s 

•One of the All-time g - 1 
(PsExtreme) 

Come visit us on the world wide web at www.atlus.com 
Alius Corp.. LTD. Ogre Battle™ Episode 5 March of the Black Oueen is a Trademark of Quest 1993. Artdink 1996. Published by Alius Corp.. LTD. 1997. PlayStation and the PlayStation logos are 

trademarks of Sony Computer Entertainment. Inc. The ratings icon is a trademark ot the Interactive Digital Software Association. Call 1 -800 771 -3772 for Game Rating Information. 

"...Ogre Buttle has Solid Seller emblazoned on it." 
(1 ideo Game Advisor—April. 1997) 
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F E A T U R E S  

More Bang For Your Buck 58 
Our BattleTech reviewer-at-large gives us the 
skinny on Mercenaries, by "Ace" Cyznyk 

Paying the Cost to Be the Boss 60 
Mechs for sale! Our Mercenary Relations Division gives 
you the complete pitch for the upcoming Mercenaries 
expansion set for the BattleTech TCG. by Mike Selinker, 
Shawn F. Carnes, Glenn Elliott, and Paul Peterson 

Tempest on the Horizon 66 
Preview Magic's next stand-alone expansion with 
the man who helped craft the story as your tour guide. 
by Michael G. Ryan 

D E P A R T M E N T S  

4 Mark My Words 

8 About Our Contributors 

12 Letters 

20 What's New? 

i998 Duelist invitational Ballot 74 

Compendium 25 
Read all about tweaking a Slight/Mind Bend deck, 
how to play in a "Toronto Draft," how Japanese 

players embrace Magic, key plays at Pro Tour-
New York, and so much more. 

44 Straight from the Start 
by Melody Alder 
Need a regular supply of 
opponents? Whether you 
want to play for fun or glory, 
Melody will show you the ropes 
of tackling organized play. 

48 Deck Deconstruction 
by Beth Moursund 
The Prosperous-Bloom deck 

made its mark at 
Pro Tour-Paris. 

Here's how it works. 

Murk Dwellers: Tom 
Wylie is on vacation this issue. 

52 Enlightened Tutor 
by Robert S. Hahn 
If you don't know how to con
trol your environment, you're 
not playing the whole game of 
Magic. 

98 Magic:The Puzzling 
by Mark Rosewater 
More brain benders, plus the 
solutions to last issue's puzzles. 

104 Lost in the Shuffle 
by Richard Garfield 
You just got lucky! Richard 
Garfield explores the meaning 
of luck in games. 

77 Reports on Trading Card Games 
by Alien Varney 
A closer look at the gaming indus
try's developing "Studio System." 

82 Chron X 
by Wolfgang Baur 
Be the first kid on your block to own 
the TCG with no cards. Genetic 
Anomalies serves up a virtual (and 
literal) winner. 

84 Star Wars CCG: Dagobah 
by Cory Herndon 
Yodas home is a great place for Light 
apprentices to hone their skills, but 
the Dark Side is always closer than 
you think— 

86 Pulling in the Same Direction 
(Part 2) 
by Scott McGough 
SAGE crosses the line between 
TCGs and RPGs. 

90 Wiz-War 
by Aaron Long 
Revisit Tom Jolly's seminal board 
game and listen to the designer 
himself. 

C O N T E S T  
12 Show Me the Mana 
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The Bigger the Better 68 
Experience Vanguard, Magic's newest supplement designed specifically for 
social play, by An dy Collins 

The Right Stuff 70 
Last year's Magic World Champ tells us how he got in, what he did once he got there, 
and what it was like to win it all. Also, The Duelist spells out how you, too, can go 
for the gusto, by Tom Chanpheng 

17 Wizards News 
Magic World Championships, 
BattleTech contest, company acqui
sitions, and Magic-playing soldiers. 

19 Insider Trading 
by Mark Rosewater 
Tempest is brewin' and the 
'98 Duelist Invitational gears up. 



MAJ\k MY WORLDS 

'Mcch My Day 

This issue's cover story focuses on a trading card game designed by Richard 

Garfield. With tournament support from the DCI, this TCG has devel

oped a loyal following, complete with dedicated resources on the Internet 

and regular articles in The Duelist. While I could be talking about you-

know-what, I'm not. The game in question is BattleTech. (Hopefully, the giant 

For those of you who play that 
"other" Wizards of the Coast trading 
card game, this issue has plenty of 
material on that game as well. Rest 
assured, we haven't forgotten why most 
readers pick up The Duelist. But we 
hope you take this opportunity to learn 
more about the game of massive, bat
tling war machines. With numerous 
roleplaying, computer, and arcade 
games supporting BattleTech, I think 
you'll find that the game introduces 
you to a rich and exciting world. 

For those who already play Battle
Tech, this issue provides some extra 
coverage. While we are dedicated to 
bringing you the latest BattleTech 

news, the reality is that the demands of 
readers dictate the amount of coverage 
devoted to each game in The Duelist. 
Nevertheless, we plan to take opportu
nities—such as this issue—to explore 
some of the games that receive less 
attention. 

While I'm on the topic, I'd like to 
take a paragraph or two to talk about 
The Duelist and all the other TCGs 
that haven't yet sold over two billion 
cards. We get a lot of inquiries from 
players wanting to know why they don't 
see more of their favorite games. We've 
been tracking exactly which games are 
the most popular among our readers, 
and we're going to make a concentrated 
effort to investigate them. 

Also, in an attempt to maximize 
reader interest, we're doing more strat
egy articles and less reviews. The rea
soning is that a player interested in a 
game wants to learn what makes the 
game tick rather than read a simple 
recap of the premise. By presenting 
strategy articles, we're allowing a 
prospective player to get a glimpse of a 
game's inner workings while providing 
existing players with useful material. 

So, as you leaf through this issue, 
take a chance and read some of those 
"other" articles. You might discover a 
game you like just as much as.. .well, 
you know. 

*JL 
MARK ROSEWATER 

Editor in Chief 

'Mech on the cover was a clue.) 

Living in the shadow of its "older 
brother," BattleTech doesn't always get 
the recognition it deserves. This is why 
we've chosen this issue to spotlight the 
game. With reviews, strategy articles, a 
card checklist, even a "What's New?" 
comic, we want to show off all the 
world of 3058 has to offer. 
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Send a chain letter 
on your lunch hour 

You arc not alone 
Join the most popular game online. Day or night, 
you'll find thousands of other players eager to 
quest for treasure, romance, magic, monsters 
and adventure. 

Cimitless as your imagination 
GemStone III is a vast, MUD-style game 
specifically designed to bring thousands of 
players together in a continuously evolving 
adventure. The world inside Gemstone III is so 
rich in inventions and possibilities, your game 
may never end. All you have to do is begin. my it right now 

Five minutes is all it takes to download the free 
software. Then the giant doors swing open into 
a fascinating fantasy world already alive, thriving 
and filled with new friends. 

Only $9.95 for a month of play. 
Try it now and play FREE for your 

first two weeks. 

UPtCoutl Ourent Set 

Hncfc: R Uuut: fftcki ' .!>* Cfce-;*: 8 8**« J t. Us: L l-te: f. !*•/: 

Created by 

"I f tToT P O R A T I  o N 

61997 by Simutronics Corp., all rights reserved. Simutronrcs and GemStone are trademarks of Simu.ronics Corp A,, rights reserved 
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Now! 



CONTENT RATED BV 

INTERACT WITH 

OVER ZOO UNIQUE 

CHARACTERS. 

TRAVERSE THE 

BREATH TAKINGLY 

IMMENSE 3D REALM. 

CUSTOMIZE YOUR 

CHARACTERS' 

SKILLS, POWERS AND 

ATTRIBUTES AS YOU 

^UNRAVEL ANTARA'S 

ABSORBING MYSTERY. 

CHECK YOUR 

'.CONDITION RING 

TO SEE HOW 

BADLY YOU'RE 

•INJURED. 

SwittJ> 

Efereclge 

Damage: S3 

Accuracy: IS50 - i'nciiiy Defense 

RESEARCH AND 

CREATE OVER 

4Q POWERFUL 

SPELLS WITH | 
THE ENHANCED 

SPELL-CASTING 

FAMILIAR AND 

INTUITIVE INTERFACE 

TAKES YOU THROUGH 

A WORLD OF MYSTERY, 

INTRIGUE AND DANGER 

ACTIVATE SPELLS 

AND OTHER UNIQUE 

WEAPONS. 

A GOOD REST IS 

ALL YOU NEED TD 

RESTORE FLAGGING 

HACK, SLASH AND 

COMBAT OVER 50 

NEW ADVERSARI 

BETRAYAL IN ANTARA™ IS HERE. A COMPLEX WORLD OF SORCERY AND 

VILLAINS, IT SURPASSES EVEN ITS PREDECESSOR, THE AWARD WINNING 

BETRAYAL AT KRDNDDR®. 

ND CTHER ROLE-PLAYING GAME COMES CLOSE TO ANTARA'S ARTIFICIAL 

INTELLIGENCE AND ENGROSSING PLOT LINES. EXPERIENCE THE THRILLS, 

CHALLENGES AND DANGERS OF THIS ALL-NEW FANTASY REALM. 

SEE YDUR LACAL SOFTWARE DEALER OR CALL 1-80D-757-77D7. 

DOWNLOAD YOUR FREE DEMO AT: WWW.SIERRA.COM/ANTARA 

A N  T A R  A  
F R OM  T H E  M A K E R S  O F  B E T R A Y A L  A T  K R O N D O R "  

S I E R R A  

w1997 Sierra On-Lir.e, Int. and/orIM designate 
trademarks of, or licensed to Sieira On-Line, Inc., 
Bellevue, WA 98007. All rights reserved. 
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tlis Irish 6jyes Hre £>milin' 
Charles Gillespie. By 
his own admission, his 
head's too big, his body's 
too short, and he proba
bly smokes too much. 
But ask Charles Gilles
pie to paint a mecha

nized war machine and he doesn't hesitate, 
diving into the project with reckless aban
don. It's territory he knows well. 

A 1991 graduate of the Harrow College 
Art School, a division of London's Polytech
nic University, Gillespie is best known as a 
comic book artist. Since graduating, he's 
found his niche working for British comic 
book titles such as Judge Dredd and 2000 
AD. He credits British comic book artists 
Glenn Fabry and Steve Sampson as two of 
his influences. 

"My degree was in illustration," says the 
thirty-year-old native of Londonderry, 
Northern Ireland. "So the curriculum I fol
lowed was fine-art oriented. But I was 
always more interested in doing comic 
books. They tried very hard to get rid of 
me—I guess I wasn't pretentious enough for 
them." 

Lately, he's been dabbling in card-art 
illustration. Still residing in Londonderry, 
his debut with Wizards of the Coast 
occurred last summer with Mirage. He 
painted six cards for the stand-alone expan
sion, followed by work for Fifth Edition 
(four cards), Portal (five), and Weatherlight 
(four). 

His most recent work, however, appears in 
Mercenaries, the latest expansion for the 
BattleTech TCG. He illustrated eleven 
cards for the initial BattleTech release, then 

painted two cards for Counter strike, and 
three more for Mercenaries. His assignment 
for this month's cover was to reinterpret 
"Gunslinger," a powerful, eighty-five-ton 
'Mech featured in Mercenaries. 

"It's the same as usual," he says. "They 
send me a picture of the robot and say 'Draw 
a new robot.'The drawings they send me are 
right from the BattleTech manual, so they're 
a bit outdated. I like to paint robots with 
muscles. That always turns me on." 

Magic's Top Gun 
Tom Chanpheng. 
Twenty-year-old Tom 
Chanpheng has an easy 
name to remember. And 
since his victorious romp at 
the '96 Magic World 
Championships, his name 
is even harder to forget. 

A student at the Queensland University 
of Technology, Chanpheng's emergence in 
Magic circles could easily be called mete
oric. He didn't even pick up the game until 
March 1995. The very next year, as a mem
ber of Team Australia, he battled his way 
through various play formats during the 
Worlds individual competition to find him
self among the Top 8 and rising. 

Initially, his hopes weren't set on the top 
spot, but he continued to roll. "My expecta
tions got higher and higher," he recalls. "I 
was doing pretty good, so I was thinking 
about making Top 16... then maybe Top 
8.. .then maybe Top 4 so I could qualify for 
next year's Worlds." 

During the final day, Chanpheng blazed a 
trail like few before him. First he knocked 
off Kansas City's Matt Place, 2—1, in the 
quarterfinals. Next he shut out '95 Worlds 
semifinalist Henry Stern of Los Angeles, 
3-0. Then he blasted Pro Tour mainstay 
Mark Justice of Utah, 3-0, in the champi
onship match. 

"It was a dream come true," says Chan
pheng. "It was a dream just going to the 
Worlds and doing so well against so many 
excellent players. It was amazing." 

For his efforts, he flew back to Brisbane 
$26,000 richer. To recount the rising star's 
march to glory, turn to page 70. It's a ride 
few have taken. <£ 
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COMING IN ISSUE #20 
>- The Duelist Invitational Contest: Win a free trip 
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and card list. 
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PlayStation 

NEVER UNDERESTIMATE 
THE POWER OF PLAYSTATION' 



Not Enough Braves 

Sometimes you just can't 
win. 

Looking through my vast 
collection of Magic cards, 
one can spot an interesting 
trend: Merfolk of every 
shape and size, but no Lord 
of Atlantis. Dozens of Zom
bies, all lacking a Master to 
call their own. A horde of 
Goblins, all gloomy, for they 
have no King to worship. 

Imagine my surprise 
when, upon opening my 

very first Mirage booster, I 
found a Zuberi, Golden 
Feather just asking to be 
put into a griffin deck. The 
other griffins weren't rare, 
so I assumed I would easily 
find them in starters and 
boosters. 

Seven starters and eight
een boosters later, what do 
I have? Two more Zuberi, 
Golden Feathers. Not one 
freaking griffin to use them 
with. 

Can you Mind Bend a 
Zuberi to read "Kobolds" 
instead of "Griffins?" 

Sigh. 
Desmond Coish 

Western Bay, 
Newfoundland, Canada 

Excuse Mel 

I've been an avid fan of 
Magic since the age of 

Antiquities, and have become 
what most would term a 
"Ms. Suitcase." Early on I 
was becoming overwhelmed 
by such cards as Atog, Erg 
Raiders, and Argothian Pix
ies. Sure they had their uses, 
but by the time I had accu
mulated ten or more of any 
common card I was hard 
pressed not to use the excess 
as kindling. Not too many 
people played the game, at 
that time, and often I found 
myself unable to play Magic 
for want of an opponent. 

Then it hit me, how to 
reduce my infestation of 
Craw Wurms AND find 
people to play with. It really 
wasn't that hard. Simply by 
handing out gifts of Magic 
decks (containing all those 
extra nuisances), I was able 
to both trim my collection 
and ensure a ready supply of 
opponents. Happily, I have 
found that no matter where I 

go, all it takes is a few Magic 
cards doled out and you 
never lack for opposition 
again. So let this be a word of 
advice to all those Suitcases 
out there. What good is a 
monopoly on Magic cards 
when you have no one to 
challenge that killer deck? 

Aurora Cameron 
Ozark, Alabama 

New Format 
Needed 

It seems in the large 
scheme of things that a 

great divide separates players 
that started pre-Dark and 
those that started afterwards. 
Many players (although I 
speak only for myself) that 
started the game with Fourth 
Edition and Fallen Empires 
will never reach the level of 
"veteran players" without 
spending more money than a 
"game" is worth. 

Now that Wizards is 
churning out expansion set 
after expansion set there is 
little or no time to actually 
play with the cards once they 
are acquired. Some new envi
ronment needs to be created 
that accommodates "mid-
range" players. Something 
that doesn't have the "power 
hungry nine" or abusive cards 
of the past, but takes advan
tage of Magic's more conser

vative and well-balanced play 
seen from Fallen Empires on. 

2Lt. Brian R Lane 
Bamberg, Germany 

Complications 
Have Set In 

When I think about 
what it was like to 

play Magic, I remember 
playing a simple game where 
the rules were clear and 
everyone eagerly awaited the 
release of the next expansion. 
When I look at Magic now, I 
see a game so complicated 
that I'm surprised anyone 
can understand it at all. I also 
see expansions shooting out 
so quickly that nobody has a 
chance to get acquainted 
with one before the next one 
comes out—not to mention 
that the new expansion com
pletely changes the game. 

Magic seems to be getting 
more and more complicated. 
I believe that if this contin
ues, many players are going 
to switch to a different, more 
stable TCG where there 
won't be such turmoil. 

Jesse Herrington 
Van Burn, Missouri 

Correction 
Teeuwynn Woodruff's name 

was inadvertently omitted 

from last issue's list of Weather-

light designers. 

REACH OUT TO The Duelist 
" 7 . Send your thoughts to 

•L. "Letters," c/o The Duelist, 

JBllf P-0- Box 707, Renton, WA 
3f: 98057-0707. or to 

<duelist@wizards.com>. 

Please include your name, address, 

and phone number for verification 

purposes. Letters may be edited 

for length and clarity. 

Q y r s T i e M s  ?  

Win a display box of 
Weatherlight boosters 
by finding this mana 
symbol @ hidden 
somewhere in your 
Duelist magazine. 
Drop us a postcard 
telling us where you 
found it, and send your 
entry to The Duelist 

Mana Symbol, P.O. Box 
707, Renton, WA 
98057-0707. Only post
cards will be accepted 
as legal entries.The 
winner will be drawn 
randomly from a pool 
of correct entries. 
Postmark deadline is 
the last day of October, 
1997. Remember, the 
mana symbol must 
match the symbol (©) 
shown here! 
Contest only open to residents of 
the U.S. (except Rhode Island) 
and Canada (except Quebec). 
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itsujin's Armor R ust 

Corporate — Sabotage 

Original Artwoil; by Oma r Rayyan 

Corporate 

4 15 Turns Li 
RESOURCES 

Original Artw oibby Qiiistopher J. Hicks 
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is a sickness in the C?k 

is crafted in Chaos 

and even the darkness breathes 

Orim, c? our rials of the (YVeatherkohl 

From the twisted plane of Rath 
comes wild new forces of magic. 

The Tempest™ stand-alone 
expansion takes you deep in to 

this arcane realm where 
madness is at hand. 

Master the shadow creatures, 
ethereal beings unblockable by 

any but their own. Feel the 
irresistible Jbrce of Time Warp, 

a sorcery that grants you an 
additional turn. And from the chaos 

comes the Slivers. Treacherous 
creatures that gain diverse abilities 

as they grow in number. 

Hvailable October '97 

The Rath Cydv 

What has been released, will not be contained. 
. Wizards of the Coast1 Customer Service: (206) 624-0933 

i  H E t  O A S T -  j  Check out the "Tempest online contest" at Gathering' 
http://www.wizards.com 

WIZARDS OI « COAST MW- Tl«. OntWi™ Wentherliaht. and Tempest are trademarks of Wizards of the Coast, Inc. Illus. by Donata Giancola. ©1997 Wizards of the Coast, Inc. 



Trapped between good and evil, 
vou'll find vourself at... 
* * 

"...one of the moat anticipated RPG titles for the PC" 
- Next Generation Online 

The Adventure Begins this October. 

ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are registered trademarks owned by TSR Inc BALDUR'S GATE i- a 
trademark owned by TSR. Inc. Trademarks are used under license from TSR. Inc. Interplay is a trademark of Interplay Productions. All riqhts reserved All other trademarks are ih 

property of their respective owners. 



Don't Miss the Magic World Championships! 

Wizards 
of the Coast 
Acquires 
Five Rings 
Publishing Group 
On June 26, Wizards of the 
Coast announced that it had 
completed an agreement to 
acquire the Bellevue, Wash
ington-based Five Rings 
Publishing Group, Inc. Both 
companies are privately held 
and financial terms of the 
deal were not disclosed. 

Five Rings Publishing 
Group, founded in 1996, is 
the creator and publisher of 
the Legend of the Five Rings 
trading card game and the 
producer of the Star Trek: 
The Next Generation collec
table dice game. It is also the 
publisher of the soon-to-be-
released Dune: Eye of the 
Storm trading card game. 

Peter Adkison, president 
and CEO of Wizards, noted: 
Five Rings Publishing is a 

Voung, dynamic company 

that has created an 
impressive model 
for producing 
high-quality 

games over a short 
period of time. The com

pany excels at combining 
strong property licenses with 
superb game play, and its 
expertise in the adventure 
game category greatly com
plements Wizards of the 
Coast's line of products." 

Robert M. Abramowitz, 
CEO of Five Rings Pub
lishing Group, added: "Five 
Rings Publishing and Wiz
ards of the Coast both prac
tice a corporate philosophy 
focused on interacting 
closely with consumers 
through demonstrations, 
tournaments, and active cor
respondence. The opportu
nity to combine the unique 
talents of the two compa
nies will allow our products 
to continue to stand out in 
the marketplace." 

The fourth annual Magic:The 
Gathering World Champion
ships will be held August 11-17 
at the new state-of-the-art Wiz
ards of the Coast Game Center 
in Seattle's University District. 
Drawing the top Magic players 

from around the globe, the World Cham
pionships kick off Monday, August 11, 
with "Worlds Warm-Up" events and will 
run through the entire week, culminating 
with the team competition on Saturday, 
August 16, and the individual finals on 
Sunday, August 17. 

World-class Magic players represent
ing m ore than thirty-five countries will 
compete for $250,000 in cash prizes and 
the World Championship title. In addition 
to international competitors, the top 

finishers from each of this season's 
Magic Pro Tour events and the Top 4 
finishers from the 1996 World Champion
ships will compete as well. The event also 
features numerous amateur tourna
ments, a Qualifier tournament for Pro 
Tour-Chicago (with a chance to win air
fare), artist appearances and card sign-
ings, gunslinging, and much more. Beyond 
that, participants can enjoy many other 
activities at the 32,000-square-foot 
Wizards Game Center, which offers one 
of the largest collections of social, elec
tronic, and computer-interactive games. 

The Magic World Championships are 
open to the public from 8:00 A.M. to 2:00 
A.M. each day. Daily admission is $5. The 
Wizards of the Coast Game Center is 
located in Seattle's University District at 

Social Play 
Picking Up Speed 
Arena-The League for 
Magic: The Gathering 
marked its one-year anniver
sary with the debut of Van

guard\ a new supplement for 
Magic (see page 68). Joseph 
Hauck, manager of social 
play programs for Wizards of 
the Coast, reiterated Arena's 
commitment to social Magic 

4518 University Way N.E.The Game Cen
ter's telephone number is (206) 675-1608. 
For more information, contact Wizards 
Customer Service at (206) 624-0933. 

Prepare for Mercenaries, the second 
expansion for the BattleTech TCG, 
with the "Hired Guns" contest that chal

lenges BattleTech players to recruit their own 
mercenary units for combat. As captain of your own team, 
your mission is to sign up the largest group of BattleTech 
TCG pl ayers you can for a chance to win terrific prizes. 

The captain with the largest mere unit wins the grand 
prize: a trip to Seattle with three guests for the opportunity 
to clash with members of Wizards of the Coast's Game 
Design team. Fields of combat include the BattleTech TCG 
and the BattleTech simulator pods at the Wizards Game 
Center. The contest will be launched at GEN CON in Milwau
kee (August 7-10) with the prerelease of Mercenaries, and 
will officially run through September 12. Winners will be 
announced in early October. Check your local game and 
hobby retailers in mid-August for entry forms, and scout out 
new recruits now for your chance to experience the ultimate 
tactical maneuver. For information, call (206) 624-0933. 
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Wizards Completes Acquisition of TSR 

Wizards of the Coast announced 
on June 3 the completion of its 
acquisition of Lake Geneva, Wis

consin-based TSR, Inc., finalizing a transac
tion that began in April when the two 
leaders of the adventure gaming industry 
announced the signing of a letter of intent. 
Both companies are privately held, and 
financial terms of the deal were not dis
closed. A p roduct and employee integration 
plan is currently being developed and 
details will be announced at a later date. 
TSR is the publisher of the world-renowned 

adventure game Dungeons if f' 
& Dra gons. - ] 

Wizards President and CEO -^1 f 
Peter Adkison commented:"! 
am personally and professionally 
thrilled with the finalization of this 
agreement. The Dungeons & Dragons 
legacy has dominated the adventure role-
playing game category for more than 
twenty-two years, and we are thrilled to 
be new providers to its enormous world
wide audience." 

Founded in 1975, TSR rose to a market 

•4-4!* I 1 leadership position that 
| endures today with the 

* introduction of Dungeons 
St Dragons. The internation

ally famous game further gener
ated a wide variety of best-selling 
adventure and roleplaying games and 
merchandise, including the New York 
Times best-selling book series, Drag-
onlance. The game Dungeons & 
Dragons was featured in an early seer 
of the 1982 Steven Spielberg hit movie, 
E.T.: The Extra-Terrestrial. 

players: "Arena allows players 
to take part in ongoing 
experiments with Magic that 
promise fun and excitement 
for all participants." 
• The Military League for 

Magic: The Gathering held 
its "Red, White, and Blue" 
tournaments throughout the 
Bosnian region and in speci
fied U.S. Military locations in 
Korea on the Fourth of July. 
Though results were not 
available at press time, partic
ipation was projected at more 
than one thousand soldiers. 
Four U.S. soldiers partici
pated in the U.S. Nationals at 
Origins '97, courtesy of Wiz
ards of the Coast. These 
lucky players won Military 
League-sponsored Qualifier 
tournaments in Korea, Ger
many, Japan, and the United 
Kingdom. 
• Testing continues this 

summer in Seattle, Los 
Angeles, and Albuquerque on 
a new community organiza
tion-based play program for 
young Magic players. Wiz
ards of the Coast plans to 
locate specific community 
centers (such as schools, 
libraries, and youth clubs) 
where players 15 and under 
can play Magic at a recog

nized, safe site. The program 
includes Magic instruction 
and social play for new and 
experienced young players, 
and is scheduled for wider 
coverage in the fall. 

A team composed of Wiz
ards of the Coast employees 
challenged the students at 
Cascade Middle School 
(located in Seattle) to a 
Magic competition on June 
10. The Magic Club was 
approved by the school prin
cipal, parents signed consent 
forms for student participa
tion, and teacher advisors 
volunteered for weekly meet
ings. The club plans to chal
lenge other community 
organizations in the fall. 
• Fourteen parents, includ

ing Wizards of the Coast 
Executive Vice President 
Vince Caluori, participated in 
a Parent Portal tournament at 
Pro Tour-New York. The first 
event of its kind, the Parent 
tournament promises to be 
a repeat event at future Pro 
Tours. 

For more information on 
Wizards of the Coast's social 
play programs, please contact 
Customer Service at (206) 
624-0933 or send email to 
<custserv@wizards.com>. 

Magic in Bosnia: 
Morale Booster 
for Soldiers 
In what may be a first for a 
game product, in Mannheim, 
Germany, U.S. General 
William Crouch, commander 
of Allied Land Forces Central 
Europe, recognized Wizards 
of the Coast for donating 
more than SI.3 million worth 
of Magic cards to U.S. troops 
stationed in Bosnia. It's con
sidered to be one of the largest 
donations to the effort in 
Bosnia to date. 

The game has been a big 
hit for U.S. troops stationed in 
Bosnia as part of Operation 
Joint Endeavor, the peace
keeping effort in the war-rav
aged country. Troops have 
enjoyed countless hours of 
entertainment during their 

off-duty time playing Magic. 
Letters from soldiers arrive 
every day at Wizards head
quarters describing the enjoy
ment Magic brings to troops. 

"Magic is embraced by mil
lions of game players across 
the world," Adkison said, "and 
we are thrilled that our troops 
in Bosnia and throughout the 
armed services have made it 
one of their top choices for 
entertainment." 

Freddi Scott, Wizards mili
tary coordinator and former 
U.S. Army Sergeant, added: 
"While troops remain in top 
physical condition as they 
carry out duties to support the 
mission, it is the donation of 
Magic which has helped 
thousands of troops keep 
their intellectual skills 
honed." 



Insider 
Trading 
by Mark Rosewater 

Tempest Is Brewin' 

Several issues ago, I told 
you about a stand-alone 
expansion I was helping 
to design called Tempest. 
It will soon be making 

its way to a store near you 
(scheduled for early October). 
But since we've got time 
before it's actually released, I 
thought I'd give you a small 
sampling of what to expect: 
IA nonartifact creature that 
can be permanently destroyed 
by Disenchant but not by 
Wrath of God 
• A blue enchantment that 
allows you to play two hands 
8 A creature which can't be 
counterspelled that will leave 
blue mages completely helpless 
BThe much-anticipated Elf lord 
i An artifact called Booby 
Trap that inflicts 10 

damage once your opponent 
sets it off 
• Finally, from deep in the 
bowels of Magic R&D, comes 
a monstrosity known simply as 
X4B. 

Tempest will also continue 
the Weatherlight Saga. The art 
and flavor text will reveal myr
iad details of the first install
ment of The Rath Cycle as 
our heroes journey to a 
strange, dark plane to rescue 
their former captain. Several 
cards will be included in the 
set that represent characters 
from the story. One such card 
is Selenia, Dark Angel, the 
former guardian of Crovax's 
estate who now serves the 
dark forces of the evil evincar, 
Volrath. 

South of the Border 

With the 1997 Duelist 
Invitational in the 
books, there's only one 

thing left to do: plan the 1998 
successor. I'm excited to 
announce that the 1998 
Duelist Invitational will be 
held in Rio de Janeiro, Brazil 
in January 1998. As usual, 
final voting for invitees to the 
Invitational will occur at this 
year's World Championships 
in August at Wizards of the 
Coast's Game Center in 
Seattle. And for the first 
time, Duelist readers will get 
a chance to nominate their 
sixteen favorite players. See 
page 74 to cast your votes. 
Stay tuned for the final 
tallies. 

THE BIGGEST, 
BADOEST ANGEL 
ON THE BLOCK 

Top Ten "Most Broken Cards to Make It 
to Magic Development" (Alliances and Beyond) 

10 • ROPE OF ICE (Mirage) 
4 4 4 4= ,  Enchantment, "During your upkeep, remove an island 
you control from the game or bury Rope of Ice. 4 : Remove an 
island you control from the game to take an extra turn immediately 
following an opponent's turn." 
• "Oh look, a reusable Time Walk." 

GUSTHA'S PLOW — now Lodestone Bauble (Alliances) 
0 , Artifact, " 1 , <y': Sacrifice Gustha's Plow to put any number of 
target lands from target player's graveyard on top of his or her 
library in any order. That player may draw a card." 
• "Hey, did anyone try this with Strip Mine?" 

8* UNDISCOVERED PARADISE (Visions) 
Land, "<y': Add one mana of any color to your mana pool. Return 
Undiscovered Paradise to owner's hand at end of turn." 
• "Hey, did anyone try this with Stasis?" 

7* REAL HORROR — now Strands of Night (Weatherlight) 
3 $>, Enchantment, "Sacrifice a swamp: Return target creature in 
your graveyard into play." 
• "Let's see, I have five swamps. Can you kill it six times?" 

6* CHAOSORAMA (Tempest) 
2 Ii, Enchant World, "Treat all permanents as if they had the 
following: "If tapped, control of this permanent passes to target 
opponent at end of turn." 
• "Just what we needed, Rainbow Vale World." 

5 • CHAOS TIMING TEACHER — now Maraxus of Keld 
(Weatherlight) 

5 #, Summon Dude, */*, "Chaos Timing Teacher has power and 
toughness each equal to the number of untapped artifacts, creatures, 
and lands in play." 
• "Is that a 27/27 or a 28/28?" 

4* TIME ARC (Alliances) 
1 4 * ,  S o r c e r y ,  " S a c r i f i c e  a n  i s l a n d .  C h o o s e  a n d  d i s c a r d  a  c a r d  
from your hand to take an extra turn after this turn. Draw a card 
at the beginning of the next turn's upkeep." 
• T wouldn't normally play this card, but it's a cantrip." 

3 • OTHERPOTENCE — now Infernal Tribute (Weatherlight) 
Enchantment, "Sacrifice a card: Draw a card." 

• "Card disadvantage? What's that?" 

2* TIME AND TIDE (Visions) 
1 4  4 ,  Interrupt, "Instead of paying Time and Tide's casting cost, 

you may return three islands you control to owner's hand. Counter 
target spell." 
• "Let me see if 1 get this straight. I get a free counterspell and I return 
three islands to my hand. Excuse me while I find my Stasis deck." 

1 • LIFE LEECH (Tempest) 
<S>, Sorcery, "Choose target creature or player. For each card you 
discard do 2 damage to that target and gain 2 life." 
• "I'm not sure if a first turn 28 life-point swing is such a good idea." 

Mark Rosewater is editor in chief of The Duelist and works on the side as a 
member of Magic R&D. If he could, he'd devote 26 hours a day to Magic. 
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But 11 /ifJ 

We are. 
D  C  I  ™  -  s a n c t i o n e d  
BattleTech® Tournaments 
are here. Now you can 
register every butt-
crunching, spine-snapping 
victory. Soon you'll have 
the reputation you so 
richly deserve. 

D C I - s a n c t i o n e d  
tournaments will give 
participants official 
rankings and win-loss 
records. In addition, 
tournament participants 
will be eligible for real 
commendation pins. 
Decorations of Valor. 
Symbols of Undisputed 
Ass-Kicking. 

Be the first on the 
front lines. Get a DCI-
Sanctioned tournament in 
your neighborhood. Ask 
your retailer or call 
Wizards of the Coast® 
Customer Service at 
( 2 0 6 )  6 2 4 - 0 9 3 3 .  
Visit our website at 
http://www.wizards. 
com 

i !KXD5 0FTHE C0AST and DCI afe trademarks of Wizards of the Coast, Inc. BattleTech is a registered trademark 
fASA Corporation.The BattleTech universe is owned by FASA Corporation and used under license. Illus.by Doug 

Chaffee and Dave Seeley. ©1997 Wizards of the Coast, Inc. 



Might and Mag* 
S E C R E T  O F  TH E  I N N E R  S A N C T U M  

C O M P U T E R  R O L E  P L A Y I N G  G A M E  O F  T H E  Y E A R  -  1 9 8 6  

and Magic II 
G A T E S  T O  A N O T H E R  W O R L D  

C O M P U T E R  R O L E  P L A Y I N G  G A M E  O F  TH E  Y E A R  -  1 9 8 8  

Might-Magic III 
I S L E S  O F  TE R R A  

C O M P U T E R  R O L E  P L A Y I N G  G A M E  O F  T H E  Y E A R  -  1 9 9 1  

M<ght .m Magic IV 
C L O U D S  O F  XE E N  

C O M P U T E R  R O L E  P L A Y I N G  G A M E  O F  TH E  Y E A R  -  1 9 9 2  

Might and Magic V 
D A R K S I D E  O F  XE E N  

C O M P U T E R  R O L E  P L A Y I N G  G A M E  O F  T H E  Y E A R  -  1 9 9 3  
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THE NEXT CHAPTER 
IN THE AWARD WINNING S ERIES 

COMING SOON 

NtW WsjWIO D OMPUTINB 
A Division O f The 3D0 Company 

1-800-985-7456 
New Work) Computing, the New World Computing logo, and Might and Magic are 

trademarks ot The 3DO Company. 1997 The 3DO Company All righ t;, reserved. An other trade.'. 



1997 World* Open Event Schedule 
Monday and Tuesday, August 11-12 
Numerous warm-up tournaments open to the public. 

Wednesday, August 13 
10:00 A.M. Magic Standard (every hour) 
10:00 A.M. Magic Limited (every hour) 
1:00 P.M. #301 Ice Age-Homelands-Alliances Limited" 
2:00 P.M. #302 Mirage-Visions Constructed* 
3:00 P.M. #303 Magic Extended* 
4:00 P.M. #304 Apprentice Standard 
5:00 P.M. #305 Fifth Edition-Weatherlight Limited* 
6:00 P.M. #306 Apprentice Limited 
7:00 P.M. #307 Magic Classic* 
8:00 P.M. #308 Mirage-Visions-Weatherlight Limited* 

Thursday, August 14 
10:00 A.M. Magic Standard (every hour) 
10:00 A.M. Magic Limited (every hour) 
12:00 P.M. #401 Magic Classic Restricted* 
1:00 P.M. #402 Mirage-Visions-Weatherlight Limited* 
2:00 P.M. #403 Apprentice Limited 
3:00 P.M. #404 Fifth Edition-Weatherlight Limited* 
4:00 P.M. #405 Magic Extended* 
5:00 P.M. #406 Apprentice Standard 
6:00 P.M. #407 Mirage-Visions Constructed* 
7:00 P.M. #408 Ice Age-Homelands-Alliances Limited' 
8:00 P.M. #409 Team Limited 

Friday, August 15 
10:00 A.M. Magic Standard (every hour) 
10:00 A.M. Magic Limited (every hour) 
11:00 A.M. #501 Magic Extended* 
12:00 P.M. #502 Mirage-Visions Constructed* 
1:00 P.M. #503 Apprentice Standard 
2:00 P.M. #504 Ice Age-Homelands-Alliances Limited' 
3:00 P.M. #505 Team Limited 
4:00 P.M. #506 Apprentice Limited 
5:00 P.M. #507 Magic Classic* 
6:00 P.M. #508 Fifth Edition-Weatherlight Limited* 
7:00 P.M. #509 Mirage- Visions- Weatherlight Limited* 
8:00 P.M. #510 Mixed-Doubles Limited 

Saturday, August 16 
10:00 A.M. Magic Standard (every hour) 
10:00 A.M. Magic Limited (every hour) 
11:00 A.M. #601 Pro Tour-Chicago Qualifier 
12:00 P.M. #602 Magic Classic Restricted* 
1:00 P.M. #603 Apprentice Limited 
1:00 P.M. #604 Mirage-Visions-Weatherlight Limited* 
2:00 P.M. #605 Apprentice Standard 
3:00 P.M. #606 Korean Fourth Edition™ Limited* 
4:00 P.M. #607 Fifth Edition-Weatherlight Limited* 
5:00 P.M. #608 Magic Extended* 
6:00 P.M. #609 Ice Age-Homelands-Alliances Limited' 
7:00 P.M. #610 Adult/Junior Team Limited 
8:00 P.M. #611 Magic: The Game Show 

Sunday, August 17 
10:00 A.M. Magic Standard (every hour) 
11:00 A.M. #701 Pro Tour-Chicago Qualifier 
12:00 P.M. #702 Magic Extended* 
1:00 P.M. #703 Apprentice Limited 
1:00 P.M. #704 Mirage-Visions-Weatherlight Limited* 
2:00 P.M. #705 Ice Age-Homelands-Alliances Limited' 
3:00 P.M. #706 Magic Classic* 
4:00 P.M. #707 Fifth Edition-Weatherlight Limited* 

'Denotes events open to the Merchant Team Challenge 

Prices: $6 - All Constructed events 
$15-20 - All Limited events 
$10 - All team events (per person) 

PLfly A HflnD in msTORy. 

The 1997 ffla?ic: T he Gathering® World (hampiomhip*. 

flu?u*t 13-17,1997 
at 

Wizards of the Coast® Game Center 
4518 University Way NE 

Seattle, Washington 98105 
(206) 675-1608 

EHH 
To p n>re?iUer for o pen events please call Wizards o f the (oast C ustomer Service at (206) 624 -0933 or the Wiza rds of the (oast Ga me (enter at (206) 675-1608 

WIZARDS OF THE COA ST®. MagiciThe Gathering. Magic: The Gathering Pro Tour, Ice Age. Homelands, Allhances. Filth Edition. Mirage. Visions, and WeatherlighL are trademarks of Wizards ol the Coast Inc S! 997 Wizards of the Coast Inc 



his issue's theme is three-card combinations.They are exponentially 
more difficult to pull off than two-card combos, but no matter how much 

'time, effort, and concentration it takes to assemble these little gems, the 
satisfaction you get—from both winning the game and bragging about it 

later—is well worth your investment. 
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Fallen Angel, 
Phyrexian Walker, 
and Enduring 
Renewal 
Fallen Angel is an 
offensive dynamo 
that does not play 
well with 
others: for 
3 9 9 you get 
a 3/3 flier that 
gets a +2/+1 
bonus until end 
of turn for every 
creature you sac
rifice to it. With 
Enduring Renewal 
in play, you're not 
allowed to keep the creatures 
you draw from your library, but 
if any of your creatures already 
in play hit the graveyard, you 
return them to your hand. Can 
you spell "infinite damage"? 
Drop the zero-casting-cost 
Phyrexian Walker and sack it 
to pump up the Angel. Endur
ing Renewal brings the Walker 
back to your hand, and you 
repeat the process until your 
Angel is as nasty as you want 
her to be. 

/Ether Flash,Varchild's 
War-Riders, and Dingus Staff 
Varchild's War-Riders has a 
cumulative upkeep of giving 

your opponent a 1/1 
Survivor token. 
-/Ether Flash deals 2 

damage to any crea
ture that 

comes 
into 

completely 
erases the 

of the 
Riders, as 

all Survivor tokens 
that come into play 

suffer the 
effects of the Flash and die. 
The cherry on top is the Din
gus Staff, an artifact that deals 
2 damage to a player whenever 
a creature is put into his or her 
graveyard (and yes, token crea
tures do hit the graveyard, ever 
so briefly). The War-Riders's 
upkeep becomes a life drain on 
your opponent that increases 
by 2 every turn! 

Ball Lightning, 
Berserk, and 
Phyrexian 
Dreadnought 
Realize the fullest 
possible definition of 
"trample" with three 
cards and five mana. 

brings out Ball Light
ning, a fearsome 6/1 trampler 
that is unaffected by summon
ing sickness and is buried at 
the end of any turn. Double 
your "blitzer's" power for ¥ 
with Berserk to do some seri
ous damage—Berserk also 
gives a creature trample and 
kills it at the end of the turn if 
it attacks, which is redundant 
for Ball Lightning. Then, 
when your opponent is trying 
to recover from the drubbing 
(or if he or she tries to destroy 
your attacker), sack the dou
bled Ball Lightning and spend 
1 to bring out Phyrexian 
Dreadnought. If a 12/1 
trampler that only lasts one 
turn caused your opponent 
problems, imag
ine what a 
12/12 trampler 
that lingers 
will do. 



Blanket of Night, Kormus 
Bell, and Simoon 
There's 
nothing 
like dou
bling or 
tripling your 
creature base 
while simulta
neously destroy
ing all your 
opponent's land. 
Blanket of Night 
causes any land that 
produces mana to 
also count as a 
swamp for 1 <Sr> SP. 
For 4 more, Kormus 
Bell turns all swamps into 1/1 
creatures, and for a final <&•, 
Simoon deals 1 damage to all 
your opponent's creatures. 
Even if your opponent can 
limp along without mana for a 
turn or two, he or she will be 
hard pressed to stave off the 
1/1 swamp-weenie horde. 

Mana 
Flare, 

Snake 
Basket, and 

Marton 
Stromgald 

St. Patrick may 
have driven the 
snakes out 
before him, but 
they will will
ingly follow 
Marton Strom
gald and reap 
huge benefits for 
doing so. Use 
Mana Flare to 

squeeze twice as much mana 
from your lands, then funnel it 
through Snake Basket 
to convert it into a 
whole lot o' 1/1 Cobra 
tokens. Marton's special 
ability is impressive: every 
creature that joins him in 
attacking or blocking gets 

+1/+1 for each other creature 
in the group! The more snakes 
you break out of your serpen
tine pinata, the more attackers 
and blockers you'll have, and 
the stronger those forces will 
be with Marton at the helm. 

Crypt Rats, Black 
(or Prismatic) Ward, 
and Spirit Link 
Rat Bomb, Rats of 
God.. .whatever you call them, 
the Crypt Rats in this combo 
are so sweet they fairly melt in 
your mouth. Spend X black 
mana to have 
your Rats do 
x damage to 

Deceptively simple, the 
Quirion Ranger's special 
ability—return a forest 
to your hand to untap 
target creature—makes 
it a whole bag of tricks by 
itself. Observe.... 

MANA-GLUT RANGER 
Sure, it's a no-brainer to 
double your available 
mana by tapping a forest, 
returning it to your hand 
with the Ranger, then 
playing it again. Add in 
any of the mana elves to 
the mix, however, and 
you can tap both the for
est and the elf for mana, 
then use the Ranger to 
untap the elf and return 

the tapped forest to your 
hand, play the forest 
again, and retap both the 
forest and the elf for a 
grand total of four mana. 

SURPRISE-DEFENSE 
RANGER 
Make the most of your 
best creature by attack
ing with it, then use the 
Ranger to untap it once 
your opponent's attack 
has begun. 

ARMAGEDDON THIS! 
RANGER 
Reduce the impact of 
Armageddon (and any 
other land-destruction 
spell) by switching the 
Ranger's intended cause 
and effect: untap one of 
your creatures to return 
a forest to your hand in 
order to keep it from 
being destroyed. 

HAND-SIZE RANGER 
Like all good creatures, 
Maro draws its share of 
direct-damage spells. 
Unlike all good crea
tures, you can save Maro 
by using the Ranger to 
bounce a forest back to 
your hand just before 
damage resolution, 
increasing its toughness 
by one and in most cases, 
preserving it for another 
turn. Additionally, you 
can use the Ranger to 
help out spells that 
rely on the number of 
cards in your hand. 
Two more points jgg 
of damage from J||| 
Stormbind.or 
two more 
black mana 
from Cadaverous 
Bloom at the right 
moment can seal up a 
game. 

all creatures and players in a 
single, savage burst. Black 
Ward or Prismatic Ward will 
protect your Rats from their 
own ability. Spirit Link com
pletes the treat by giving you 1 
life for every point of damage 
the Rats do. In a creature-
heavy match, you'll reap an 
obscene amount of life as 
you're clearing the board and 
beating down your opponent. 
On a less crowded playing 
field, you'll still come out 
ahead, because the Warded, 
Spirit-Linked Rats act as a 

reusable Drain Life. 

An opponent's crea
ture, Binding Agony, 
and Fire Covenant 

The old Channel-
Fireball is back, 

albeit in a less 
obvious 

guise. Slap 
a Binding 

Agony on any of 
your opponent's 

creatures and any 
damage they take is 

also passed on to their 
controller. Ice Age s Fire 

Covenant costs a mere 
1 4P and deals 1 point of 
damage for each 1 life you 
spend, divided among any 
number of target creatures. To 
put it plainly, if you have more 
life than your opponent at any 
point in the early or middle 
game, you need never worry 

about the late game. To 
make sure your 

opponent gets 
a creature (and 

to keep this in 
line with our 

theme), the clever 
black and red player 

will play with 
Varchild's War-Rid

ers or Emberwilde 
Djinns. 

"Wizards Picks & Tricks" was compiled by Scon 
McGough. with contributions from Adam Conus. 

Brady Dommermuth.Jared Earle. Mark Rose-
water. Henry Stern, and Brian Tinsman. 
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-House Rules 
Toronto Draft 
Toronto Draft is a more sophisticated variant of the one-on-one 

Limited format named after its smaller southern neighbor, 

Rochester Draft. Like Rochester Draft, players alternately draft 

their cards from a revealed pool of cards. Unlike both Rochester 

Draft and most conventional draft formats, players do not draft 

before the duel begins; instead, all of the drafting is done 

during the game. Toronto Draft is best played with a random 

assortment of cards from booster packs or sealed decks 

with basic land removed. 

The following exchange was overheard last February between Paul 
McCa.be and Terry Borer while practicing for Pro TOUT-LOS Angeles. 

McCabe: "I'm completely sick of playing Rochester Draft. 
I've played so many Rochester Drafts that I can't stay awake. 
And I'm sick of losing to bad mana draws. Surely, this evil 
format was created by the same people who invented the 
thumbscrew!" 
Borer: "Let's take a break. We can play that landless Magic 
variant I heard about, where you can play any card as a land 
that produces one mana of any color in its casting cost. That 
way you won't be able to complain about getting a bad mana 
draw when I beat you again." 
McCabe: "Great. More Limited Magic. Just what I need. Is 
there any way we can incorporate Rochester Draft into 
this variant so that we can double my pain?" 
Borer (evil gleam in his eye): "Why yes, I think we can. 
Instead of drawing cards, we can draft for them during 
the game!" 
McCabe: "Arrgh!" 

RULES 
Landless Magic: Any card can be played as a basic land 
that produces one mana of any color in its casting cost instead 
ofbeing played for its normal function. Once a card is played 
as a land, it loses all its normal abilities and remains a land 
until it is removed from play. For instance, an Incinerate can 
either be used to deal three points of damage to any target, or 
it can be played permanently as a mountain. Cards with only 
one color in their casting cost can be played as basic land 
(that is, green cards can be played as forests, black cards can 
be played as swamps, and so on.). Multicolored cards played 
as land are considered nonbasic "multi-lands" which can pro
duce one mana of any color in the card's casting cost. Artifacts 
are played as nonbasic lands which produce only generic 
mana. Nonbasic lands are played as is. Cards which affect 
land cards not in play (such as Tithe and Amnesia) only affect 
nonbasic land. If a card specifies that it can only affect basic 
land, such as Nature's Lore or Rampant Growth, it cannot be 
cast, but can still be played as a land. 

Mutual Library: There is a single, shared stack of cards that 
serves as the library. At the beginning of the game, each player 
starts with three cards taken from this mutual library. The "play-
or-draw" rule is not used. 
The Library: Before the first player takes a turn, the top 
nine cards are turned face-up from the mutual library to create 
a drafting pool. This drafting pool represents the top of the 
library. Players do not draw cards as they would in normal 
Magic. Instead, each time a player is instructed to draw or take 
a card from the library, he or she selects one of the cards from 
the drafting pool. When there are no cards remaining in the 
drafting pool, add the next nine cards from the library to the 
drafting pool. 
Bottomless Decks: Since both players share a mutual 
library, losing by running out of cards is meaningless. Simply 
reshuffle the graveyards when the library is exhausted. 
Special Rules: Cards that affect the library should be inter
preted in the manner which most closely resembles their actual 
powers in regular Magic. For the purpose of game balance we 
recommend that abilities that manipulate the order of multiple 
upcoming cards in the library (such as Millstone) or which 
reshuffle the library (such as Soldier of Fortune) have no effect 
on the drafting pool. Effects that send cards to the top of the 
library (such as Ether Well, Brainstorm, Gravebane Zombie, and 
Mystical Tutor) send the cards directly into the drafting pool. 
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Deck Clinic 
by Charlie Catino and Mike Long 

This issue's ailing deck is a "Sleight deck" that comes from 

Michael Livanos of New York. We feature pro Magic player 

Mike Long as a special guest doctor, if you'd like your deck 

to be considered for next issue's "Deck Clinic," just send a 

list of what's in your deck along with a brief description to: 

Deck Clinic do The Duelist, 

P.O. Box 707, Renton, 

WA 98057, or to 

<duelist@wizards.com>. 

number of cards in the deck by eight while actually increas
ing the number of mana producers by one. This deck needs 
plenty of mana because one of its key strategies is to hold 
off on casting creatures until you can play them and Sleight 
their protection all in one turn; that way your opponent will 
be less likely to kill them before you can make use of them. 

More Counterspells. There isn't enough counterspell 
ability in the original deck. More specifically, it doesn't 
have the right type of counterspells. Arcane Denial is not 
the best counterspell unless you're playing with cards like 
Stasis, Winter Orb, or Armageddon that make it hard for 

your opponent to use card 

CHARLIE 

The original deck is a 
Sleight deck, which uses 
Sleight of Mind and 
Mind Bend ("Change 
the text of target spell or 

permanent by replacing all 
instances of one color word 
with another"). The Sleight 
deck is essentially a combo 
deck, and combo decks are 
hard to make work. Remem
ber that in a good combo deck 
every combo card must be able 
to stand alone. Sleight of 
Mind and Mind Bend merely 
change a word in card text and 
are not useful unless you have 
a card to play them on. 

However, these deck types 
can still work. It's important 
that you design the deck so 
that when you draw a Sleight 
of Mind or Mind Bend, you 
can play it on something. This 
is why all the creatures I 
included have protection from 
a certain color. In addition, I 
included Circles of Protection 
so that you can Sleight (or 
Mind Bend) them to whatever 
colors you need. 

Good Ol' Mana Problem. 
The original deck has only 
twenty-four mana producers 
in sixty-nine cards, including 
some mana producers that cost 
two mana (the Diamonds) and 
some that aren't really perma
nent (such as Undiscovered 
Paradise). I cut down the 

MICHAEL LIVANOS'S 
DECK 

CREATURES 
2 Kjeldoran Outpost 

2 Melesse Spirit 
3 Repentant Blacksmith 

2 Sea Sprite 
4 Suq'Ata Firewalker 

3 White Knight 

SPELLS 
3 Arcane Denial 
2 Counterspell 

2 Crusade 
3 Disenchant 

1 Feldon's Cane 
2 Force of Will 

I Karma 
3 Mind Bend 

2 Reverse Damage 
1 Righteousness 

3 Sleight of Mind 
2 Spirit Link 

1 T hawing Glaciers 
3 Wrath of God 

MANA SOURCES 
3 Adarkar Wastes 

6 Island 
2 Marble Diamond 

9 Plains 
2 Sky Diamond 

2 Undiscovered Paradise 

SIDEBOARD 
I Binding Grasp 

1 Disenchant 
I Dissipate 

2 Divine Offering 
2 Honorable Passage' 

2 Hydroblast 
I Kismet 

2 Lodestone Bauble 
I Magical Hack 

I Political Trickery 
I Reality Ripple 

advantage against you. 
Also, the deck needs extra 
counterspells to protect the 
CoPs I included. I added 
more counterspells to the 
sideboard, as this deck will 
involve the sideboard much 
more than an average deck 
because of its color-specific 
spells. 

Familiar Problems. 
Some of the other minor 
problems I noticed in 
this deck occur in many 
of the decks submitted to 
Deck Clinic. In order to use 
Feldon's Cane effectively, 
for example, you have to 
shuffle a lot of cards from 
your graveyard into your 
library. By the time you'd 
be able to do that with this 
deck, you should already 
have taken control of the 
game, so Feldon's Cane 
won't help. 

Another problem I often 
correct is the tendency for 
decks to attempt too many 
different things. Combo 
decks, especially, should 
concentrate primarily on 
what they do well. This 
deck has a lot of cards that 
depend on keeping crea
tures in play, so I removed 
Crusade, Righteousness, 
Spirit Link, and Karma. 
Karma is a good way to kill 
your opponent, but it will 
probably rely on Mind 
Bend changing a swamp to 
some other land type to be 
very effective. 
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creatures to create real pressure, including creatures with first 
strike, flying, and protection from a color, along with enough 
cards such as Kjeldoran Outpost to give it a quick edge. At 

the same time, it slows its opponent down with plenty of 
counterspells that range from removing the countered spell 

from the game to taking control of the countered 
spell. This diversity makes the deck difficult to 

t play against, as an opponent won't know what 
to expect. Finally, this deck can also gain 

control with spells like Swords to Plow
shares, Wrath of God, Disenchant, and 
Armageddon. 

Sideboard. The sideboard addresses 
the most popular decks in current Stan
dard play with extra removal for the 

five-color, mono-green beat-down 
deck; more Kjeldoran Outposts for 

counterspell decks; artifact and 
enchantment removal for 

Prison and Turbo-Stasis; and 
Circles, Sleights, and 

Greater Realm of Preser
vation for black or red 

decks. Once again, 
versatility is key. 

Besides being a great resource for 
Magic, Charlie Catino is an excellent 
bowler. Mike Long's recent accomplish
ments as a pro player include being a 
finalist at the Duelist Invitational and 
more recently, winning Pro Tour-Paris. 

ms ARE IN 
MIKE'S DECK 

CREATURES 
2 Air Elemental 
3 Kjeldoran Outpost 
3 Longbow Archers 
3 Order of the White Shield 
3 White Knight 

SPELLS 
I Armageddon 
I Counterspell 
I Desertion 
3 Disenchant 
1 D issipate 
2 Force of Will 
3 Impulse 
I Jayemdae Tome 
1 Power Sink 
2 Serrated Arrows 
2 Swords to Plowshares 
I Ward of Lights 
3 Wrath of God 

MANA SOURCES 
4 Adarkar Wastes 
7 Island 
8 Plains 
2 Quicksand 
2 Thawing Glacier 
2 Undiscovered Paradise 

SIDEBOARD 
I CoP: Red 
I Disenchant 
I Divine Offering 
1 Greater Realm 

of Preservation 
2 Kjeldoran Outpost 
3 Political Trickery 
2 Serenity 
2 Sleight of Mind 
I Swords to Plowshares 
I Wrath of God 

MIKE 

Mv basic approach in tweaking this deck was to main
tain its original strengths, like its versatility, while 
eliminating some of its awkward aspects. I 
removed Sleight of Mind and Mind Bend, which 
are often uneconomical because they depend on 

another card, and Melesse Spirit, which is over-
costed. Because I took out the Sleight of 
Minds and Mind Bends, I also took out a 
few of the creatures with protection from a 
color. I replaced them with newer cards 
from the Standard (Type II) environ
ment like Ward of Lights, which 
gives a creature protection from a 
color of your choice and can be 
played as an instant; Longbow 
Archers, an economical creature 
that can block flyers; and 
Impulse, which allows you to 
cycle through your library 
for a needed card . I also 
added a few Standard 
favorites like Jayemdae 
Tome for card draw
ing, Armageddon 
for a reset button, 
and Serrated Arrows to plink 
off weenies (these go well in 
almost any white deck). 

Diversity and Control. 
The original deck throws a 
couple different threats at 
its opponent. It has enough 

CHARLIE'S DECK 
CREATURES 
I A bbey Gargoyle 
3 Cerulean Wyvern 
1 D uskrider Falcon 
3 Hazerider Drake 
2 Melesse Spirit 
I Order of the White Shiel 
I S ea Sprite 

SPELLS 
I CoP: Black 
I CoP: Blue 
I CoP: Green 
I Co P: Red 
I CoP: White 
4 Counterspell 
I Disenchant 
I Dissipate 
1 Dr eam Cache 
2 Force of Will 
3 Mind Bend 
2 P ower Sink 
1 Sle ight of Mind 
2 W ard of Lights 
2 W rath of God 

MANA SOURCES 
4 Adarkar Wastes 
4 Flood Plain 
8 Island 
2 Marble Diamond 
5 Plains 
2 Sky Diamond 

SIDEBOARD 
I Arcane Denial 
I CoP: Black 
1 C oP: Blue 
2 CoP: Green 
1 CoP: Red 
2 CoP: White 
I Disenchant 
1 Dissipate 
2 Force of Will 
I Greater Realm 

of Preservation 
I Political Trickery 
I Power Sink 
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Magic Rulings & Errata compiled by 
Tom Wylie 

A Summary of Recent, Significant Rulings 

5) I h ave Lord of the Pit in play when my 
opponent plays Pendrell Mists. Does the 
optional nature of the Mists's upkeep 
cost allow me to refuse to pay Lord o f 
the Pit's upkeep? 

No. Multiple upkeep costs of a perma
nent combine to form single cost. This 
means that if any of those upkeep costs 
are mandatory, then the entire upkeep 
cost effectively becomes mandatory. 
Therefore, if Lord of the Pit comes 
into play when Pendrell Mists is in play, 
then during upkeep the Lord of the 
Pit's controller must sacrifice a creature 
and pay f. 

6) If there are two Helm of Awakenings in 
play, can I c ast a I -point Drain Life by 
paying only 4P? 

Yes. Generic mana costs are those with 
colorless mana symbols, including X. 
It doesn't matter whether the type of 
mana that can be spent paying that cost 
is specified. Drain Life has an additional 
cost of X, which is a generic mana cost, 

though the text on Drain Life says, 
only black mana in this way." 

Helm of Awakening can reduce 
cost. 

REVERSALS AND 
OTHER CHANGES 
7) My o pponent uses my Zur's 
Weirding to make me discard a 
Sand Golem I ju st drew. Does the 
Golem's ability trigger? 

Yes. The controller of a spell or abil
ity is the player who plays that spell or 

ability. This means that a card and its 
ability can have different controllers. 
With Zur's Weirding, the controller of 

GENERAL RULINGS 
The following rulings are meant to 
clarify the rulebook and how the game 
works in general. 

1) Does Cursed Totem prevent me from 
using a Necrosavant's ability while the 
Necrosavant is in the graveyard? 

No. Abilities that can be played when 
the card is not in play, such as pitching 
Elvish Spirit Guide for mana or putting 
Necrosavant into play from the grave
yard, are not creature abilities, artifact 
abilities, and so on, because at the time 
they are played, the cards are not crea
tures, artifacts, and so forth. Instead, 
these abilities are creature-card abilities, 
artifact-card abilities, and so on. Thus, 
effects such as Gloom's and Cursed 
Totem's do not affect them. 

2) If I p lay Kismet on my opponent, does 
this cause all of his or her permanents 
to phase in tapped? 

No. When a permanent phases in, all 
abilities relevant to that permanent 
coming into play are ignored. For exam
ple, Nevinyrral's Disk doesn't automati
cally phase in tapped, Kismet doesn't 
affect permanents phasing in, and Zom
bie Mob's power and toughness (and its 
removal of summon cards from the 
graveyard) are not redetermined each 
time it phases in. 

3) If a I/I Maro and an opposing Soldevi 
Sentry are killed by lethal damage at 
the same time, can drawing a card 
due to the Sentry's regeneration 
save Maro? 

No. If more than one permanent 
is destroyed at once, such as with 
Nevinyrral's Disk, a single effect 
destroys the permanents. Regener
ating a permanent will modify the 
destroy effect by replacing the 
destruction of that permanent with 
the regeneration effect. No other 
permanents will be affected as a 
result, even in cases of damage deal
ing where regenerating one creature 
raises the toughness of another. In this 

upkeep consequence 
phases it out, and then 

the Pendrell Mists's 
upkeep consequence does 

nothing, because the Djinn has already 
left play. If the upkeep costs themselves 
are contradictory, then you simply can't 
pay the combined upkeep cost and must 
suffer the appropriate consequences. 

example, regenerating the Sentry 
enables Maro's controller to draw a card, 
thus raising Maro to 2/2. But because 
both permanents were destroyed in a 
single "effect," Maro is still destroyed. 
Effects that prevent destruction by 
means other than regeneration (the 
effects of Pyramids, for example) follow 
the same rule. 

4) I ha ve a Vaporous Djinn in play, and my 
opponent has Pendrell Mists in play. 
What happens if I do n't pay the Djinn's 
upkeep? I ca n't phase the Djinn out and 
bury it at the same time. 

When multiple upkeep costs of a per
manent combine, the consequences of 
not paying those costs form a series of 
effects rather than one total effect. 
These effects occur in the normal order: 
first the permanent s own upkeep conse
quences (if any), and then all others in 
the order in which the source of the cost 
came into play. In this example, if you 
pay the Djinn's combined upkeep cost, 
you simply pay 1 4 4 . If you don't pay 
the cost, you apply the consequences in 
the usual order. Thus, the Djinn's own 
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the ability is the player who plays the 
ability, not necessarily the controller of 
the card. This also means that abilities of 
cards out of play (Elvish Spirit Guide, 
Necrosavant, etc.) have a controller. 

8) Do Assembly Workers have th e creature 
type "Assembly Worker," or are they just 

named that? 

Contrary to certain rulings about Mishra's 
Factory and Assembly Workers, simply 
making a land into a creature does not 
create a creature type for that land. For 
example, suppose Living Lands is in play 
(all forests are 1/1 creatures). If An-Zer-
rin Ruins is played ( creatures of a chosen 
creature type do not untap), choosing 
"forest" as the creature type would not 
prevent forests from untapping. 

9) What happens if I tap and sacrifice my 
Strip Mine enchanted with Kudzu? 

Previously it was ruled that if Kudzu 
is on a land that is sacrificed and 
tapped at the same time (as in this 
example), then Kudzu's ability 
would rescue Kudzu from being 
buried. This exception to the rules 
has been repealed; Kudzu must be in 
play when the effect of its ability 
resolves in order for it to move to another 
land. Therefore, Kudzu would be buried 
when Strip Mine is sacrificed. 

10) Suppose a Sengir Vampire dam ages an 
animated artifact, which is later de-ani
mated, and then destroyed. Will the 
Vampire get a +I/+I counter? 

No. Sengir Vampire's ability triggers 
when a creature it has damaged is put 
into a graveyard; it does not trigger 
whenever it damages a creature. Thus, 
Sengir Vampire does not get a counter 
when a n oncreature permanent is put 
into its owner's graveyard, even if that 
permanent was a creature at some point 
earlier in the turn when the Vampire 
damaged it. 

11) When cards retu rn to play from an 
Oubliette orTawnos's Coffin, do they 
return to play tapped, or do they return 
to play and t hen become tapped? 

They return to play tapped. Thus, abili
ties that trigger on permanents becom
ing tapped, such as Betrayal's, will not 
trigger. 

ERRATA 
The following rulings involve card and 
rulebook errata, or at least reading cards 
slightly differently. 

12) In Fifth Edition, all cantrips were 

changed to "draw a card at the begin
ning of the next turn," rather than "at 
the beginning of the next turn's 
upkeep." Do the cantrips that weren't 
reprinted have this change? 

Yes. All cantrips have this change. 

13) Shouldn't Dance of the Dead have errata 
to match the wording on Necromancy 
and the Fifth Edition Animate Dead? 

Yes. Dance of the Dead has the follow
ing changes as errata: Its card type is 
now "enchantment," and its text reads, 
"When you play Dance of the Dead, 
choose target creature card in any grave
yard. When Dance of the Dead comes 

into play, put that creature into 
play, tapped, and Dance 

of the Dead 
becomes a crea
ture enchant

ment that targets 
the creature. 

Enchanted creature gets 
+1/+1, and does not untap 

during its controller's untap 
phase. At the end of his or her 

upkeep, its controller may pay an addi
tional 1 9 to untap it. If Dance of the 
Dead leaves play, bury the creature." 

SPECIFIC 
INTERPRETATIONS 
14) If I pump my Vampire Bats twice and 

then play Celestial Dawn, can I p ump 
them with white mana later this turn? 

Yes. Once the Dawn is in play, the Bats' 
ability just limits the amount of 0 you 
can spend on the ability; the amount of 
4P you already spent is irrelevant. 

15) Suppose I p lay Lichenthrope's upkeep 
ability when it has no counters on it. 
In response, I play my Cinder Giant's 
upkeep ability, so Lichenthrope gets 
two -I/-I counters before its upkeep 
resolves. Does one of these counters 
get removed? 

Yes. When the upkeep effect resolves, 
there will be counters on Lichenthrope, 
so one will be removed. 

Continuity 
3Y. •• I I compiled by Pete Venters 
| ft A 3 j| and Scott Hungerford 

Welcome to a new section in which 
the Continuity department answers 
some of those perplexing story ques
tions. We encourage you to email us at 
<dueiist@wizards.com> and we'll pick 
the most frequently asked questions to 
answer (as well as the occasional odd
ity). Unfortunately, we cannot respond 
directly to your questions due to time 
restrictions, so keep watching this space. 

Where can I get maps of 
Dominia? 

Dominia is a multiverse, a series of 
dimensional planes that are constantly 
moving. Because of this, any map would 
merely be a snap shot, and in the next 
moment the multiverse would have 
changed. Maps of individual planes, 
however, are possible. Dominaria is 
currently our most detailed plane, and 
maps of the Domains and Jamuraa 
appear in the 1997 and 1998 Workman 
wall calendars. The globe of Dominaria 
is still in development in Continuity, 
but no, the globe's not for production, 
it's our personal reference tool. 

Who are Urza and Mishra? 
Urza and Mishra were brothers and the 
key opponents in the Brothers' War as 
seen in Antiquities. They were not wiz
ards, but master artificers, skilled in 
the creation of artifacts. Their war 
wrecked the continent ofTerisiare, 
destroyed another island (Argoth), and 
caused climatic shifts sufficient to start 

an ice age. 

Who won the Brothers' War, 
Urza or Mishra? 

Scholars disagree on the fate of Urza, 
but they all agree that Mishra died. 

What is the backstory for 
Fifth Edition? 

There is no backstory for Fifth Edition, 

as the cards in main editions are 
selected for matters of game balance, 
card mechanics, and tournament play. 
The Fifth Edition card set offers 
glimpses into many periods of Domin-

ian history. Ill Aft T A '/ -V; 
. 
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Weatherlight Ports of Call 
ity department maintains the "Worlds of 
the setting for Magic: The Gathering. 

To that end, we just took a long trip into the plane of 
I Rath, the grim setting for Tempest. We've only now 
I begun to collate our bloodied notes, so you'll have to 

wait until next issue for your first look. For now, while we 
catch our breath and stitch our wounds, we'll take you on a 
little retrospective of the locations visited in Weatherlight. 

Benalia 
The capital of the Benalish Empire is 
the largest city in the Domains with a 
population exceeding 200,000. Seven 
clans rule the Empire in a rotating sys
tem that allows each clan to rule a dif
ferent division—army, navy, treasury, 
and so on—each year in a seven-year cycle. This has contin
ued for generations, its clumsiness overlooked as the clans 
cannot agree on another method of rule. 

Only one power in Benalia exists outside the seven clans: 
the Benalish Heroes. The "Hero" caste are neutral guardians 
of the realm, trained to place the realm above clan politics. 
Gerrard was a member of the "Masters of Arms," an elite 
group of Heroes that have shown exemplary skill and courage 
in the service of the Empire. 

Llanowar 
The Llanowar forest isn't ruled by a sin
gle elven nation. It is actually split into 
eight regions, each controlled by a single 
extended family, or "elfhame" as it is 
known in the elven tongue. The eight 

elfhames are wildly divergent, ranging from tribes to tree 
towns to feudal kingdoms. 

The elfhames have little in common bar their species, lan
guage, and a healthy dose of xenophobia. Most of the elves 
justifiably do not trust humans, as their kin were butchered in 
a war for precious wood during the Ice Age. To most human 
nations this is ancient history, but to the elves such memories 
are kept alive through vivid stories filtered through only three 
long-lived generations. Mirri the Cat Warrior of the Weather
light was only accepted into the Llanowar culture after being 
acknowledged by the family of Rofellos. Even then her pres
ence was merely tolerated. 

Tolaria 
Most people think of Tolaria as a 
myth—a land of great wealth that was 
lost to an unknown curse that covered 
the island in terrible, devouring mists. 
For centuries sailors have told tales of 
that land, of people who entered the 

isle's interior only to return weeks later without any knowledge 
of the time that had passed.. .or worse still, of people gone for 
hours but aged years. 

Many adventurers out to make names for themselves are 
attracted to Tolaria. The horrifying stories told by survivors 
serve as fuel to their burning ambitions. 

Rumor persists that the Black Lotus blooms each year in 
Tolaria, and that this "Lotus Vale" is guarded jealously by an 
anonymous order of wizards. Hanna's father Barrin is the leader 
of this order and Ertai is an adept. Despite his constant brag
ging, Ertai has studiously avoided any mention of the order. 

Urborg 
While today Urborg is the name of a large 
tropical isle and its satellites, legend has it 
that Urborg was once only the name of a 
city upon the isle. This hellish demesne 
was controlled by the lich, Nevinyyral, 
who was at war with Bogardan. Little is known of the war, as it 
predates the Ice Age, but legend states that Nevinyyral was 
outmaneuvered and the city of Urborg was swallowed by a vol
cano that tore up from the ground directly beneath it. 
Nevinyyral's last act was to use his disk to deny his enemies any 
of the magical trove that might survive the flames. 

Modern Urborg is ruled by several horrors, many claiming 
to be Nevinyyral's undying lieutenants. Each lieutenant asserts 
that the site of the original city exists within its borders, and 
this ancient contention has split the land into many fictions. 

Crovax's island estate was once on the border of this realm, 
but has since been consumed by Urborg's expansionism. 
Urborg's rulers have grown bolder since Kaervek's war in 
Jamuraa, and it may not be long before the region suffers 
another major conflict. 

Bogardan 
In contrast to Urborg's jungles, Bogar
dan is predominantly arid and riddled 
with volcanoes. The air is often choked 
with cinders and the night sky glows a 
dull red. Most of Bogardan's settle

ments are beside the meager rivers that flow through two 
canyons that cross the land. Many of the cultures are primi
tive, enthusiastically sacrificing both kin and strangers to the 
volcanoes they perceive to be gods. 

Bogardan is the second most powerful site of red mana on 
Dominaria (Shiv being the first). Several portals to the plane 
of Wildfire exist, but the Emberwilde Order has made no 
move into Bogardan for fear of insulting the powerful entities 
that reside in its depths. While these entities remain unidenti
fied, it is believed they influence Bogardan's burgeoning popu
lation of canines, from the "Beasts" to Lava Hounds to dozens 
more mundane and magical species. 
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Frequently Asked Questions 
*1Veatherliaht 

BY WIZA 'Jr -rsii c<jj\yr 

1) Can I c ounter a spell or abil
ity by playing Abeyance in 

response? 
No. Preventing a player 
from playing spells or abili
ties of a certain type doesn't 
counter those that have 
already been played. 

2) If Abyssal Gatekeeper is put 
into the graveyard at the 
same time as another of my 
creatures, can I c hoose that 
creature to be the one 
that's buried as a result of 
the Gatekeeper going to the 

graveyard? 
No. Your other creature is 
put into your graveyard at 
the same time as Abyssal 
Gatekeeper, and therefore 
won't be in play when the 
Gatekeeper's ability is 
played. 

3) Can I s acrifice a creature 
killed by /Ether Flash before 
it goes to the graveyard? 
Not usually, because most 
spells and abilities can't be 
played before yEther Flash's 
ability triggers and resolves. 
But if you can play an ability 
that would involve sacrific
ing the creature—to a mana 
source, for example—you 
may do so. 

4) Can I c ast Choking Vines if 
I'm not assigning any block
ing creatures? 

Yes. "Play only when block
ers are declared" means that 
you must play Choking 
Vines during the combat 
step when blockers would be 
declared, not that you must 
declare blockers to play 
Choking Vines. 

5) If I d raw another counter-
spell when my Disrupt 
resolves, can I use that spell 

to counter the original 
spell, assuming the con

troller paid the 1 ? 
Yes. Multiple batches of 
interrupts can target a single 
spell. 

6) Can I tap a creature with 
Fire Whip, even if it has 
summoning sickness? 

No. Errata has been issued 
on Fire Whip; the second 
ability now reads, 
"Enchanted creature gains 
'<P: This creature deals 1 
damage to target creature or 
player.'" 

7) If a creature's damage has a 
side effect (like giving poi
son counters or forcing a 
discard when damage is 
dealt) will the side effect 
happen when Fire Whip's 
second ability is played? 

Yes. Because the creature is 
actually dealing the damage, 
any side effects of that dam
age still apply. 

8) When I play Firestorm, can I 

choose a single target more 

than once? 
No. If a spell or ability 
requires choosing more than 
one target, you cannot 
choose the same target more 
than once (Fifth Edition 
rulebook, p. 37). If there 
are not enough targets, you 
cannot cast the spell. 

9) If Fungus Elemental phases 
out and then back in again, 
can I put more counters 

on it? 
Yes. The rule about ignoring 
"comes into play" abilities 
when a permanent phases in 
applies only to abilities that 
would trigger when some
thing comes into play, or 
that modify how something 
comes into play. Spells and 
abilities used later in the 
turn can take advantage of a 
creature that phased in just 
as easily as a permanent that 
came into play by other 
means. 

10) If I have Goblin Bomb in 
play, can I fl ip the coin as 
many times as I l ike as long 

as it's during my upkeep? 
No. Goblin Bomb has a 
phase ability, which like any 

Does Abeyance 
prevent lands from 
being tapped for 
mana? 
Yes. Like City of 
Solitude, Abeyance 
shuts down all abili
ties requiring an acti
vation cost, including 
those played as mana 
sources. 

If I ha ve Familiar Ground and Goblin War Drums 
in play, are my creatures unblockable? 
Yes, because the defending player can't declare 
any group of blockers that would be legal under 
both abilities. 

other phase ability, may be 
played only once per turn. 

11) What will happen if I u se 
Jabari's Banner to give an 
attacker flanking after 

blockers have already been 
assigned? 

The flanking ability triggers 
only when a creature is 
assigned to block—not at 
any other time. This means 
that after blockers have been 
assigned, whether a creature 
gains or loses flanking is 
generally unimportant. 

12) Can I t ap a creature that 
has summoning sickness to 

give Llanowar Behemoth its 
+ I/+I bonus? 

Yes. Summoning sickness 
explicitly affects abilities 
with <y" in th eir activation 
cost—not abilities that 
require tapping the creature 
as a cost. 

13) Can I ta p Lotus Vale for 
mana before I sa crifice the 

two lands? 
No. You must deal with a 
card's coming-into-play 
cost before you can play any 
of its abilities. 

14) When Mana Web's effect 
taps a player's lands, will 
that cause him or her to 

take mana burn? 
No. Mana Web does not 
cause the lands to generate 
mana. 

15) When Mana Web's ability 
triggers, can the affected 
lands be tapped for mana 
before Mana Web's effect 

resolves? 
Yes. You may activate a 
mana source after a trig
gered effect triggers, but 
before it resolves. 

16) If I h ave a Library of Leng 
in play, can I p ut the cards 
discarded from Psychic Vor
tex back on top of my 

library? 

Yes. 
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Tournament News 
New Super 
Series Set 
for Magic 
Juniors 

HH 

Beginning with Pro 
Tour-Chicago in October, 
there will no longer be a 
Junior division in Pro 
Tour play. While players 

of all ages may still compete in 
the Pro Tour, the Magic Junior 
Super Series has been estab
lished specifically for Magic 
players 18 and under and offers 
large scholarship prizes. 

The Junior Super Series 
divides the U.S. into three 
regions, or divisions: Central, 
Western, and Eastern. In each 
division, a series of approxi
mately twenty-four Junior 
Challenge tournaments will 
occur each year, leading up to a 
Junior Divisional Champi
onship. The Super Series culmi
nates in the Super Series 
Championship, scheduled for June 1998. 
All Super Series tournaments will use 
the Standard (Type II) format. 

Junior Challenge tournaments are 
open to all Magic players 18 and under. 
The Top 2 players from each Junior 
Challenge will earn an invitation to 
Day 2 of the Junior Divisional Champi-

Ulil m UMUjJaiJi MBiES 
T he DCI announced 

significant changes 
to Classic-Restricted 

(Type 1.5) tournaments on May 1, 1997, 
effectively creating a brand-new compet
itive environment.To promote clarity 
and avoid confusion with existing format 
names, the DCI will title this new tourna
ment format "Extended." The DCI will 
begin sanctioning Extended-format tour
naments on July I, 1997. Please refer to 
the DCI's May I a nnouncement for deck-
construction information and a list of 
banned cards. 

.5) Classic Restricted (Type I. 
Remains Sanctioned 
The Classic-Restricted format will con
tinue its role as a sanctioned sub-type of 
Classic (Type I). Contrary to the infor
mation included in the May I a nnounce
ment, the DCI will continue to track and 
publish ratings for this format as part of 
its Classic ratings. Please refer to the 

DCI Standard Floor Rules for deck-con
struction information and a list of 
banned cards. 

The DCI hopes these clarifications 
simplify its May I a nnouncement and 
make the changes more understandable. 
Please note that no "tournament type" 
(Type I,Type II, and so on) is associated 
with the Extended format. Soon all sanc
tioned formats for Magic will be known 
by their proper name, rather than type, 
as follows: 

Classic (Type I) 
Classic Restricted (Type 1.5) 
Standard (Type II) 
Extended 
Limited 

The DCI also hopes this announce
ment reflects its sincere commitment to 
supporting an exciting, equitable, and 
accessible organized-play structure for 
all of its members around the world. 

—-Jason Carl, DCI Policy Director 

19, (above) 
of North York, Canada, was 
crowned Master division 
champion, outlasting a Booster Draft (Fifth Edition-

Visions) battle of 259 competitors and taking home 
a whopping $26,000 in cash. Meanwhile, , 
17, of Roswell, Georgia, emerged as U.S. Junior Nationals 
champ, outdueling a field of 121 other players. Franke 
earned a $14,000 college scholarship as a result. 

onship in that region. The winner of 
each Challenge also receives a $250 
travel award. 

The Junior Divisional Championships 
will coincide with each of the three 1997-
1998 North American Pro Tour events 
(Chicago, Los Angeles, and New York). 
Each Divisional Championship features 

an open tournament on Satur
day that feeds sixteen players 
into the Finals on Sunday. The 
remainder of the field on Sun
day will be comprised of final
ists from the preceding Junior 
Challenge tournaments. The 
Top 8 finishers in each Divi
sional Championship will earn 
invitations to Day 2 of the 
Junior Super Series Champi
onship (including airfare and 
accommodations for two). 

The Super Series Champi
onship represents the pinnacle 
of the Junior Super Series, and 
is open to all Magic players 18 

HHHHHHHHHHHHHBHI 

and under. Approximately forty top fin
ishers from the first day will advance to 
Day 2, along with the Top 8 finishers 
from each of the Divisional Champi
onships. Scholarship funds totaling 
$250,000 will be divided among all 
players who reach Day 2 of the event. 

All references to prizes and invita
tions above apply equally to each of 
the two age divisions of the Super 
Series: 16 to 18, and 15 and under. 
Players with any Pro Tour player 
points are prohibited from competing 
in the Junior Series tournaments. 
These players may apply to have their 
amateur status reinstated by contacting 
the Pro Tour Advisory Board at (425) 
204-7284. 

For more information about the Junior 
Super Series, or to find out where the 
Junior Challenge tournaments will be 
held in your area, please call Wizards 
Customer Service at (425) 624-0933, or 
send email to < custserv@wizards.com >. 

—Andy Collins 
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Complete Card Guide 
Fifth Edition Expansion Encyclopedia 

Official Strategy Guide 
Official Portal Guide 

Thunder's Mouth Press is proud to present four important new reference books on 
Magic The Gathering. Produced in association with Wizards of the Coast, and 
The Duelist, these books will provide all the information a player will need to 

build a better deck and play a stronger game. 

The Gathering 

The Official Strategy 
Guide, written by Beth 
Moursund, Magic rules 
expert, Duelist contri
butor, and frequent judge 
at Magic events, is a 
manual that provides 
players with important 
tips on all facets of the 

game. Each chapter features color 
illustrations, making all tactics easy to follow. 
Experts and beginners alike will find the book 
a valuable guide for their growth as players. 

The Complete Card 
Guide is illustrated with 
all of the over 2000 
Magic cards released 
up to October 1996, 
including discontinued 
cards, promotional and 
specialty cards. You 
can learn how to 
identify cards and 
packaging from the different editions, find 
out how Magic cards are made, and get your 
first look at the relics from Magic's past. 

» Foreword tn Richard Garfield » 

jpi #R*Tlie Gathering 

Official Strategy Guide & ^ The Gathering 

Official _ 
Encyclopedia 

For the next generation of 
Magic players, The Official 
Portal Guide explains the 
rules to the Portal edition of 
Magic The Gathering, which, 
like the more than 200 new 
cards in the Portal set, have 
been simplified for easy 
learning. It features an 
overview of the set with reproductions of all 
the cards and hints on successful strategies 
for play and deck construction. 

Avai lable at your local bookstores, or 
cal l  1-800-788-3123. 

Official Strategy Guide, $16.95, ISBN: 1-56025-149-2 
Complete Card Guide, $19.95, ISBN: 1-56025-140-9 

Fifth Edit ion Expansion Encyclopedia, $19.95, ISBN: 1 -56025- I  50-6 
Off ic ial  Porta l  Guide, $10.95, ISBN: 1-56025-152-2 



Single-Card Strategies 
{JJjEFF F R A N Z M A N N  

Far from the Mourning 

Lands, across the emer

ald reaches of the Way

farer's Sea, the bronze 

spires of Cameshbaan 

glimmer in the dying 

light of day. Within the 

shadowed halls of a 

Tarkaan's palace, a long 

dormant power has 

awakened. In a time when The Wretched 

walk, how much longer would it be until 

the Nekrataal arose? 

Nekrataal is a card that embod
ies two of the most important 
aspects of a Magic duel: crea

ture removal and card advantage. 
When Nekrataal comes into play, you 
can bury an opponent's nonartifact, 
nonblack creature, and at the same 
time force your opponent to deal with 
Nekrataal using his or her own crea
ture-removal resources. Assuming 
Nekrataal isn't countered or prevented 
from coming into play, the casting of 
this one creature can potentially cost 
your opponent two cards. And once in 
play, the 2/1 first strike Nekrataal is 
hardly substandard. 

It is often advisable to hold on to 
Nekrataal rather than bring it into play 
early. Why destroy a Mtenda Lion w hen 
a Nettletooth Djinn may be waiting in 
the wings? Remember that it can only 
target a nonartifact, nonblack creature. 
If your opponent has all black crea
tures in play, the Nekrataal might force 
you to bury one of your own. 

There are several ways to reuse 
Nekrataal in order to bury additional 
creatures: Unsummon, Boomerang, 
Undo, and Man-o'-War each enable you 
to retrieve it from play into your hand; 
Shadow Guildmage and Civic Guildmage 
can return it to the top of your library. 
Even better, use Dragon Mask to turn 
Nekrataal into a 4/3 creature for the 
rest of the turn before it returns to 
your hand. Or l et it lie in your grave
yard until your opponent declares an 
attack—then cast Necromancy as an 
instant and animate your Nekrataal, 
unexpectedly blocking one creature 
and destroying another when it comes 
into play. 

compiled by 
Jeff Donais Key Plays If you s ee or hear about a par

ticularly interesting key play, 
write to us about it at "Key 
Plays," do The Duelist, P.O. Box 
707, Renton.WA 98057, or 
<duelist@wizards.com>. 

Jariky? 
Chapin makes an amazing 
comeback with Inferno. 

This issue's key plays both took place at Pro Tour-New York in June. The first involved 
Michigan's Patrick Chapin and Canada's Terry Borer. Chapin won the battle, but ulti
mately lost the war. In the end, Borer was crowned champion and Chapin finished as a 
quarterfinalist. For the second, read on.... 

Inferno's 
Surprise Factor 

During the first game of the Pro Tour-New York 
quarterfinal match between Patrick Chapin and 
Terry Borer, an amazing comeback occurred. 
The match was going very poorly for Chapin, 

and Borer was definitely in a superior game position. 
Borer cast creature after creature, including Goblin Dig
ging Team, Ironclaw Ores, Suq'Ata Lancer, and Hill 
Giant. Chapin tried to stay alive by casting an occasional 
blocker to stop the onslaught, but he appeared to be doomed. 

On Borer's seventh turn he cast Giant Strength on one of his creatures and 
attacked with everything, looking to show Chapin a world of hurt. But Chapin 
wasn't about to go down easy. He played his trump card: Inferno, an instant that 
allowed him to inflict maximum damage with the biggest surprise factor during 
Borer's attack phase. 

The Inferno did 6 damage to both players (bringing Borer to 14 life) and killed 
all the creatures on the board. During Chapin's next main phase, he summoned 
Scaled Wurm while Borer looked on with no cards in hand. Borer could not get 
rid of the Scaled Wurm. On Chapin's next turn he attacked with the Wurm, 
bringing Borer to 7 life. Chapin then cast a 7-point Hurricane for the kill. 

After the game, Chapin remarked: "I caught him completely off guard when I 
cast Inferno because it looked like there was no way I was going to win that game. 
I'm just glad I won even one game against Borer with my incredibly janky deck." 

Pumping the Flame Spirit 
Crown of the Ages. Maysonet 
announced his attack phase, declaring 
Flame Spirit as attacker. Mills decided 
he would move the Torture enchant
ment onto the Flame Spirit in order to 
block and kill it. Mills only had one 
black mana available, which he used to 
put a -1/-1 counter on the Flame Spirit. 

It was at this point that Maysonet 
noticed that the Flame Spirit's tough
ness was low enough that it could be 
given flight using Stone Giant's ability. 
Maysonet prompdy activated the Stone 
Giant and flew Flame Spirit in for mas
sive damage, pumping it with lots of red 
mana. Next turn Maysonet finished off 
Mills—and went on to win the match. 
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Another pivotal key play from 
Pro Tour-New York involved 
an early-round match between 
Florida's Adam Maysonet and Vir

ginia's David Mills. Maysonet and Mills 
were locked in a creature standoff with 
no fliers in play. Mills had Gaseous 

[r-^a Form and Torture 
Cgj&SHHffipR in play, along with 
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Single-Card Strategies 
< J > J E F F  F R A N Z M A N N  

The sound of the 

Nekrataal's boots 

against the marble tiles 

echoed throughout the 

palace. When it reached 

the menagerie, it 

looked towards the far 

end of the room where 

an immense glass cylin

der was filled with 

water. Gently floating within was a mass of 

tentacles and translucent material—the 

deceptively beautiful Man-o'-War. 

Man-o'-War is a creature ideally 
suited to environment control. 
It has a relatively cheap cast

ing cost for a respectable power and 
toughness and an ability to unsummon 
a creature when it comes into play. 

Timing is very important when playing 
Man-o'-War. Optimize its ability by cast
ing it at the last possible moment. For 
example, try this trick: Announce your 
attack. If y our opponent decides to play 
spells before you declare attackers, 
then your attack is aborted. You may 
then cast Man-o'-War, return one of 
your opponent's creatures to his or her 
hand, and declare your attack again. 

Combine Man-o'-War with cards that 
return creatures to your hand (such as 
Dragon Mask) and you can reuse Man-o'-
War again and again. If y ou have non-
land mana sources, combine this loop 
with the effects of Winter Orb and you 
can keep your opponent's creatures off 
the table. You can also use Man-o'-War 
to return Nekrataal to your hand, cast it : 
again, and bury an additional creature. ! 

if your opponent is making heavy use i 
of creatures such as Bull Elephant that 
have a casting cost beyond mana, cast
ing Man-o'-War can set your opponent 
back even further. And when you target 
such creatures as Tar Pit Warrior or 
Skulking Ghost, Man-o'-War has the 
ability to destroy. 

Man-o'-War also serves to protect 
your own creatures from spells like 
Binding Grasp, Control Magic, or Mind 
Harness. If y our opponent takes control 
of your creatures or animates them 
with Necromancy, you can regain con
trol by summoning Man-o'-War and tar
geting an enchanted creature, thus 
destroying the enchantment. 
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International 

'Gyazatteru' in Japan 
Japan is pop-culture heaven, the 

land of "anime," "manga," and 
"tamagotchi." While Japan is some
times adrift in an ocean of fads, a 

certain trading card game has washed 
ashore to stay: Magic is huge in Japan, 
and shows no signs of slowing down. 
The Japanese call it gyazatteru, which 
means "playing Magic." 

Slanguage: The Japanese have 
created their own slang for Magic. 
They use many American terms, partly 
because of the Internet, partly because 
the Japanese language has a long tradi
tion of incorporating foreign words. 
Early players adopted English terms for 
the game's phases: abntappu (untap), 
appukeepu (upkeep), and dohrohh (draw), 
followed by endoh (end of turn). Then 
there's buustaa (booster), shirudo (sealed), 
sutaataa (starter), dekki (deck), and 
rimuubu (remove)—easy for any player 
to recognize. 

One uniquely Japanese term has been 
pulled from the computer industry: omoi 
meaning "heavy," as in "that deck's too 
heavy." The term is used in reference to 
computers with too many extensions 
that slow the system down. With regard 
to Magic, we're not talking about a 250-
card monstrosity, we're talking about 
casting cost. If a deck's average casting 
cost is so high that it rarely gets a crea
ture out, it's heavy. If you see a newbie 
deck loaded with beefy creatures that 
cost five or more, that's omoi. Force of 
Nature, meanwhile, is called sensei. 
Being attacked by Force of Nature is 
referred to as "being disciplined by 
sensei." Other card nicknames 
include jicchan or "grandpa" for 
the Prodigal Sorcerer, and 
bonsai for the Zuran 
Orb. 

> Sponsored by 
Hobby Japan in 
May, Grand 
Prix-Tokyo 
was the largest 
Magic tournament 
to date, attracting 
1,000 participants to 
the DCI Japan Tournament 
Center. 

Sportsmanlike 
Conduct: In Japan, 
a duel starts differently 
than in the United States. 
To determine who goes 
first, players use a method 
that's traditional whenever a fair, random 
decision is required—they play rock-
paper-scissors. Just picturing the start of 
a Pro Tour Qualifier brings a smile. 

That's not the only difference, of 
course. Before card sleeves were allowed, 
many Japanese players wore white gloves 
to protect the cards. In Japan, white 
gloves are worn at formal venues involv
ing politics and ceremonies. Some play
ers still wear white gloves to maintain 
the tradition, while others wear driving 
gloves to give the tradition a new twist. 
It gives the proceedings a strange air of 
formality. 
Attitude Adjustment: In addition 
to small differences, there are big shifts 
in attitude. Trust is very high in Japan, 
and cheating is rare. For instance, at 
Grand Prix-Tokyo, a "Super Qualifier" 
for Pro Tour-New York, players put 
their decks in their pockets when they 
left for lunch. It would have been easy to 
buy some extra cards and slip them in, 
but in Japan, that type of thing just 
doesn't happen. 

Last year in Osaka, a young man play
ing a white weenie deck won a trophy 
and a cash prize at a store tournament. 
His name went on the store's winner's 
board. But at home, the winner took 
apart his deck and discovered he was 
playing with three White Knights and 

five Order of Leitburs, while his deck 
list showed four of each. What 

did he do? He went back to the 
store, apologized profusely, 

gave the prize money 
and trophy back, 

called up the 
second-place 

winner and 
apologized, and 

went home. That's 
gyazatteru in Japan. 

—Wolfgang Baur and Ron Foster 
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out, 

you may be a little 

confused or intimi

dated by the whole 

organized play and 

tournament scene. 

It's not difficult to get 

involved, however, 

and once you know 

what to expect, it's 

easy to make the 

transition from play

ing Magic with 

friends and family to 

playing against new 

faces, new decks, and 

new competition. 

Wizards of the Coast has created several 
organized play programs, and two of 
them are especially well suited for 
newcomers looking to break into 
organized play: Arena-The League 

for Magic: The Gathering and the DCI. If you 
prefer meeting new people and playing for fun and 
cool prizes, Arena is for you. If you want competition, 
ranking, and possible fame in the Magic commu
nity, then you should play in DCI-sanctioned 
tournaments. 

ENTER THE ARENA 
Arena is definitely a casual play environment. 
Even though joining Arena gives you automatic 
membership in the DCI, Arena is a completely 
separate entity. While the DCI is a tournament-
based organization, Arena is a league, and you can 
plav anyone else in the league as long as you play at 
a league site during league hours. Over the course 

of the thirty-eight-day sea
son, you can play as many 
or as few players as you 
like. Top-rated players in 
each store get prizes at 
the end of the season 

based on their win-
records and the 

records of their oppo
nents. All players are 

for prizes dis

tributed at the store owner's discretion (for exam
ple, "Most Sportsmanlike"). 

Each season of Arena has a different play for
mat. The Summer Season (July 18-August 24) 
format is Standard and introduces Vanguard. 
"Standard" means that you have to follow the 
DCI deck-construction rules for Standard tourna
ments; these rules tell you which cards you can and 
can't use in your deck. Vanguard is a brand-new 
supplement for Magic being debuted in Arena 
(see "The Bigger the Better" on page 68). The 
atmosphere is relaxed, so it's a great way to meet 
people who share your hobby. 

DCI TYPES AND FORMATS 
The DCI is more structured and competitive than 
Arena. Once you join, you have to seek out DCI-
sanctioned tournaments in order to increase your 
rating—a numerical value reflecting your skill. 
Your rating is based on how you fare against oth
ers. For example, if you play against a person with 
a much higher rating and win, your rating will 
jump higher than if you had defeated a person 
with a similar or lower rating. 

Once you're in the DCI, you can have ratings in 
four separate tournament formats: Standard (Type 
II), Classic (Type I), Extended, and Limited 
(Sealed Deck). What is commonly known as 
Classic-Restricted (Type 1.5) will be a subformat 
of Classic. Your ranking indicates how your rating 
compares within the total body of rated DCI 
members (first, second, 208th, and so on). As there 

four rating categories, your ranking will probably 
differ between them. 

The DCI allows several different pairing sys
tems for sanctioned tournaments. If you're not sure 
how to construct decks for a given format, you 

can get deck construction rules out of The 
Duelist, from your tournament organizer, or 

from the DCI website. The following pair
ing options can be used in all the different 

tournament types. 
Swiss: This is the most common 

pairing method for sanctioned tourna
ments in which participants play a pre

determined number of rounds. In the 
first round, players are randomly matched 
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for a best two-out-of-three match. Start
ing with the second round, players are 
paired according to their records. For 
example, if you lose your first match, in 
the second round you'll most likely play 
someone who lost his or her first match 
as well. This keeps the play balanced. At 
the end of the predetermined number of 
rounds, those players who did the best 
play against each other in single-elimina
tion rounds to determine the winner. The 
final stage could include any number of 
players, depending on how big the tour
nament is, but usually it's four to eight. 

Single Elimination: This is the hardest 
tournament format, unless you're accus
tomed to going undefeated. In single 
elimination, once you lose a match you're 
out of the tournament. Every round has 
only half the number of people playing as 
in the previous round until only one is left 
standing. 

Double Elimination: This format is sim
ilar to single elimination, except you get 
two chances to lose a match instead of 
one. Double elimination tends to work 
best in tournaments with a small number 
of people. 

Round Robin: In round robin, you play 

three games with everyone in your group. 
After everyone has played each person in 
the group, the person with the best record 
becomes the winner. If there are enough 
participants, there will be more than one 
group and more than one group winner. 
The group winners then play each other 
to determine the champion. 

PREPARING FOR A TOURNAMENT 

Most competitors like to know ahead of 
time what deck types they may be facing, 
and they like to get a little practice in to 
fine-tune their skills. Obviously the best 
way to practice your play skills is to play. 
If you know an upcoming tournament 
involves constructing a deck using a 
Fifth Edition starter and two Weatherlight 
boosters, then you should practice by 
doing just that. Sometimes such practice 
is easier said than done, however. Many 
people don't have anyone to practice with, 
which is another reason for joining Arena. 
You should have no trouble finding some
one in your Arena league who will prac
tice with you. Most likely, several Arena 
members will want to prepare for the 
same tournament. 

Knowing what decks you might face is 

A R E N A  

| o join Arena, you first have to know where 
to find an Arena store near you. You can 
do that by calling Wizards of the Coast 
Customer Service at (206) 624-0933, by 

emailing <custserv@wizards.com>, or by visiting the 
Arena section of the Wizards website. This Summer 

season, the fee is $5, and with that you'll receive an oversized alternate-
art land card and a four-card pack of Vanguard. 

Once you've joined Arena, you have an automatic Mana-level member
ship in the DCI. But you can also join the DCI i ndependently by talking 
to a tournament organizer at an organized event, or by writing to 
<dci@wizards.com> or DCI, P.O. Box 707, Renton, WA 98057. You can 
also call (800) 324-6496. 

The DCI ha s two levels of membership. Mana membership is free, but you 
can also upgrade to Legend membership. New Legend members pay $30 
and receive a special membership card, two unique, playable Magic cards, 
a Magic poker deck, one booster pack of Italian Legends, one year of The 
Duelist Sideboard (six issues), and one commemorative 1997 World Champi
onship limited-edition prepaid phone card (if you join before 9/1/97). 

You ca n find out where sanctioned tournaments are being held in your 
area by calling or emailing Wizards Customer Service (see above), by look
ing at the events listings in The Duelist Sideboard, or by clicking on 
"leagues and tournaments" on the DCI w ebsite. 

a little harder, especially if you don't have 
Internet access. The Duelist and The 
Duelist Sideboard often discuss the strate
gies behind popular deck types, and you 
can learn a lot just by reading these. Word of 
mouth can also be a good way to find out 
what people are going to be playing. If 
you do have Internet access, getting on 
the Wizards of the Coast website at 
<http://www.wizards.com> will link you 
to all kinds of up-to-date information. 
Usenet groups such as <rec.games.trading-
card.magic.strategy> and <rec.games. 
trading-cards.magic.misc> are also useful. 
Once you know what deck types are going 
to be prominent, you can play one of 
those types, a modified version, or a deck 
designed to beat the prevailing deck type. 
Knowing what decks to expect will also 
help you build a more effective sideboard. 

DEBUT TOURNAMENT 

Don't expect to win your first tournament. 
Rather, use it as a learning experience, and 
don't be afraid to ask questions if you're 
not sure about something. That's pardy 
why the judges are there. I've witnessed 
some of the best players in the world ask
ing a judge a rules question before they 
did something. Also, don't be afraid to ask 
to read your opponent's cards. Very few 
players know what all the cards do, but 
I've seen people lose matches because they 
felt like they'd look stupid if they revealed 
that they didn't know what a card did. 

And remember that losing doesn't 
equate with humiliation unless you make 
it so. In my first tournament, I got "kicked 
to the curb" (as the guys in R&D might 
say), pardy because I had no idea what to 
expect. I didn't know what Swiss style 
was, and I certainly had never heard of 
making theme decks. But without that 
experience—as devastating as it was, since 
I thought I actually had a chance—I 
wouldn't have learned what all the terms 
meant, and I wouldn't have learned about 
what kinds of decks other people were 
playing. In a way, my first tournament was 
my preparation for future tournaments. 
Without that experience, I wouldn't have 
learned the next step to playing effec
tively, and having fun. 6 

Renaissance schoolmarm Melody Alder is a 
nicer person than most ofus deserve to meet. 
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b y  B e t h  " B e t h M o "  Mo u r s u n d  

A new deck design 

leapt into prominence 

at Pro Tour-Paris in 

April, and if the 

buzzing on the Inter

net can be believed, 

it seems to be one of 

the most talked-about 

tournament deck 

Prosperous Bloom 
rosperous Bloom draws its name from two of its 

• key cards, Prosperity and Cadaverous Bloom. 
^ In a typical Bloom match, the Bloom player 
does next to nothing for three to five turns, and 
appears to be on the verge of losing. Then, in one 

mm, he or she plays a sequence of cards that feed on 
each other, recursively drawing more and more cards 
and building up a huge mana pool. The final, game-
ending blow is a massive Drain Life, often cast from a 
zero or negative fife position. 

"Just a gut reaction." 
When asked to reinterpret 

Cadaverous Bloom, illustrator Alan 
Rabinowitz let it all hang out. 

types this summer. 

So, bowing to popular 

demand, we now bring 

you the "Prosperous 

Bloom" deck. 

DECK FOUNDATIONS 
Prosperous Bloom eventually wins with a single 
card, but it has several options to reach that point. 
Its design takes the "cluster deck" approach. Cluster 
decks use cards that combine with each other in 
multiple ways. A deck that relies on a single combi
nation, conversely, can be defeated easily if one of 
the cards in the combination is removed or neutral
ized. Cluster decks are harder to stop, as they incor
porate multiple methods for accomplishing their 
objectives. 

Prosperous Bloom's cluster has four interlocking 
areas: 

I. Mana production—to fuel everything. Cadav
erous Bloom, Squandered Resources, and Natural 
Balance are all critical cards, and every design we've 

seen uses four of each. 
2. Card drawing—to get cards into play 

initially, and then to fuel the 
Cadaverous Bloom mana 
production as the loop 
feeds on itself. Prosperity 

and Infernal Contract are 
the key cards here, and usually 

come in groups of four. Three 
Wishes is occasionally 

used to help get 
things rolling, even 

though its set-aside 
cards can't be discarded for 
Bloom. 
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3. Card selection—to increase the odds of get
ting the necessary cards to set up combinations. 
Vampiric Tutor, Lim-Dul's Vault, Impulse, and 
Mystical Tutor all fill this need directly. Elven 
Cache serves the same purpose once you've started 
to play the combinations, and also helps if an oppo
nent is playing discard effects. 

Every tournament Bloom deck we've encoun
tered uses four Vampiric Tutors, but opinions on the 
rest of this cluster vary. Most decks include three to 
six in some assortment. 

4. Prevention—to stop an opponent from throw
ing a wrench into the works. Any counterspells will 
work here; Memory Lapse, Arcane Denial, and 
Force of Will are favorites. We called this cluster 
"prevention" rather than "permission," though, 
because of City of Solitude, the other favorite. 
Some Bloom decks have no permission spells, rely
ing on City of Solitudes to draw all the counter-
spells from an opponent's hand and to make any 
other interference impossible. Some designs also 
include discard effects, usually Coercion to remove 
anything an opponent could use to stop the combi
nation from working. 

Notice that we didn't include Drain Life as part 
of the cluster. The Bloom player doesn't need (or 
even want) to draw Drain Life until after finishing 
the combination. Often, the whole deck will have 
passed through the player's hand at that point, so 
only one is needed (especially if Elven Cache is in 
the deck). Most Bloom decks include two or three 
Drain Lifes for insurance against discard effects, 
and in case the Bloom player must start the combi
nation too early to count on getting through the 
whole deck. 

THE REST OF THE DECK 
Choosing lands for a Prosperous Bloom deck is a 
balancing act. Three-color decks are vulnerable to 
mana problems at the beginning of a duel. Normally, 
deck designers try to make up for this by including 
lands that can produce more than one color of 
mana or that fetch appropriate color-producing 
lands. Prosperous Bloom, however, relies heavily on 
Natural Balance's ability to pull five basic lands 
from the library after sacrificing all lands in play to 
Squandered Resources. Putting too many nonbasic 
lands in the deck will interfere with this ability. 
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Most Bloom decks deal with this dilemma by 
including Undiscovered Paradise or City of Brass, 
but often leave out Underground River and Bad 
River. As for basic land, green mana is the most crit
ical, as Natural Balance requires two green to cast. 

After filling all of the cluster slots and choosing 
appropriate lands, there's very little room left in 
the deck for anything else. Wall of Roots is a 
favorite as it can help ward off a creature rush and 
supply a bit of extra green mana, possibly enabling 
Natural Balance to be cast a turn earlier. Emerald 
Charm provides a cheap defense against 
enchantments. Many designers, however, 
leave the specialized defenses to the 
sideboard, preferring to run a few more 
spells from the "prevention" category 
in the main deck. 

PLAYING THE DECK 
The final turn for a Prosperous Bloom 
deck is essentially always the same. It 
begins when the Bloom player has either 
Squandered Resources, Cadaverous Bloom, or 
both in play, and is holding enough of the other 
crucial cards to "go for it." 

The Bloom player starts by generating as much 
mana as possible, either by tossing all unneeded 
cards to the Cadaverous Bloom, or by tapping all 
lands and sacrificing them to Squandered Re
sources, or both. Then he or she casts Natural Bal
ance for a new set of lands to tap and sacrifice. 
Any Infernal Contracts that may have been drawn 
will be cast at this time. Then the player spends 
nearly all available mana on a large Prosperity. The 
resulting draws should, if all goes well, provide 
another Prosperity and Natural Balance (as well as 
Squandered Resources or Cadaverous Bloom, to 
complete the combination if necessary). 

Now the cycle can continue. Each card tossed 
to Cadaverous Bloom provides mana to draw two 
more cards on the next Prosperity. Soon the 
Bloom player's library is empty, he or she tosses a 
bunch of cards to the Bloom for black mana, and 
casts a whopping Drain Life. 

During this final turn, it's critical to keep track 
of the amount of each color of mana floating in 
your mana pool. Many Bloom players carry a set 
of green, blue, and black dice, arranging them to 
show remaining mana. If you're playing in a for
mal setting, don't keep track in your head. If a dis
pute arises, the resulting mess will be impossible 
for a judge to fairly adjudicate. 

When you start to go for it and cast your first 
Prosperity, make sure you don't paint yourself into 
a corner. If you don't have Cadaverous Bloom in 
play, leave yourself enough mana (either floating, 
or in the form of unused lands) to cast either 

Bloom or Natural Balance or you'll wind up with a 
handful of cards and no mana to cast them. A 
cautious player will also leave one blue to start the 
next Prosperity; a less cautious player will count 
on drawing Natural Balance and the ability to 
fetch another island with it. If you start with 
Cadaverous Bloom but don't have Squandered 
Resources (or have Squandered Resources, but no 
Natural Balance to go with it), all you need to 
worry about is the blue. The cards you're about to 
draw will provide two green or black apiece. 

Though the end result is always the same, 
styles differ in the turns prior to 

going for it. Some players prefer to avoid 
casting anything except card-retrieval 

until they're able to execute the 
entire combo in one turn. This mini
mizes an opponent's chance to interfere. 
Others will drop Squandered Resources 
as soon as possible, allowing them to go 

for it a turn earlier—or to draw more cards 
when they do—but at the risk of having Squan

dered Resources destroyed before it can be used. 
In making this decision, consider what your 

opponent is playing. If you're up against a blazingly 
fast deck, you may not be able to afford the luxury 
of waiting that extra turn. Against a slower deck 
you can wait until you're statistically almost certain 
to draw the cards needed for your loop to work. 

Your "prevention" cards involve similar decisions, 
especially if your opponent is playing blue. If you 
cast a City of Solitude early, it may fall easy prey to 
a Disenchant or Emerald Charm. If you don't, 
however, a counterspell against your first Prosper
ity (after you've sacrificed all your land or thrown 
away most of your hand) can be fatal. If you man
age to avoid that pitfall, you'll have even more 
counterspell problems later until you do get City of 
Solitude out, as your first Prosperity will probably 
hand your opponent a Force of Will or two along 
with plenty of other blue cards. Make sure you 
have either a City of Solitude in play or a fair sup
ply of your own counterspell ammunition as soon 
as possible. Even when you're not playing against 
blue, a Reverse Damage or Honorable Passage on 
the final Drain Life spells doom...and a Disen
chant or Emerald Charm on your Bloom, cast in 
response to Prosperity, can be equally disastrous. 

Anyone can play a Prosperous Bloom deck 
badly and still win a fair number of games. The 
mark of the superior player, however, is the ability 
to calculate the odds and predict an opponents 
threats, thus knowing when to play enchantments 
early, when to hold them, and when to go for it. $ 

Beth Moursund spends way too much time thinking 
about Magic. But that's why we love her. 

Many Prosperous Bloom 
decks were played at Pro 
Tour-Paris, which used a 
Mirage-Visions Constructed 
format.This winning deck, 
named "Wishing Well" 
by its co-creators, was 
designed by Mike Long 
and David Mills. 
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AUGUST 30 & 31 
Triumph 

Howard Johnson 
2737 Keele St. 

Toronto 

Open to all 
Magic: The Gathering® 

players. Byes to top DCI™ and 
Pro Tour™ players. 

Top 32 players 
share a cash prize of $10,000. 

Junior Super Series Challenge! 
Top 8 players share a cash 

prize of $2,500. 

Top 8 players qualify for 
Pro Tour-Chicago. 

Top 8 Juniors qualify for Super 
Series Central Division 

Championship 

Mirage™- Visionsm- Weatherlight A.J 
Constructed Format 

• Over 25 sanctioned tournaments 

• Many nonsanctioned events 
including a Grand Melee 

and artist signings 

• Over $1,000 in door prizes 

Event registration fee: $40 (CAN $56) 
Advance registration: $32 (CAN $45) 

General admission: $5 (CAN $7) (for those not 
playing in the Grand Prix) 

For advance registration, contact 
Future Quest Conventions 

at (905) 524-5725. 
For further information check out the Future Quest website at 

<http://www.futquest.com>, or the Wizards of the Coast® website 
at <http://www.wizards.com>. 

GRAND PRIX 

OPENHM 
SEPTEMBER 6 & 7 

National Football 
Stadium of Denmark:: 

Par ken 

Compete with the best 
players in Copenhagen. 

Open to all 
Magic: The Gathering 

players. Byes to top DCI and 
Pro Tour players. 

Top 32 players 
share a cash prize of $10,000. 

Top 8 players qualify for 
Pro Tour-Chicago. 

Mirage- Visions- Weatherlight 
Constructed Format 

• Artist signings 

• Numerous side tournaments 
Constructed: 20 DK ($3) 

Limited: 100 DK ($15) 

Event registration fee: 150 DK ($23) 
Advance registration required 

For registration and information, call: 
Wizards of the Coast® 

Customer Service 
Starting August 4,1997, between the hours 

of 10:00 A.M. and 12:00 P.M.: 
Scandinavian players: +45-32-96-69-32 
UK and Irish players: +44-162-878-0530 

Other European players: +32-14-44-30-44 
U.S. and other players: +1-206-624-0933 

: 

WIZARDS OF THE COAST, Magic: The Gathering, Mirage, Visions, Weatherlight, 
MAGIC: THE GATHERING P RO TOUR, and DCI are trademarks of Wizards of the Coast, 

Inc. ©1997 Wizards of the Coast, Inc. 
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By the time this article 

sees print, the Standard 

(Type II) tournament 

scene will have changed 

dramatically once again, 

making 1997 the most 

volatile season in the 

history of Magic.The 

return of Ice Age with its 

two power cards— 

Swords to Plowshares 

and Icy Manipulator— 

is responsible for this 

latest upsurge. 

Environmental Control 
It's getting to the point where predicting 

the metagame is becoming a next-to-
impossible task because there are so many 
viable options; each expansion introduces 
new power cards to a tournament scene 

already reeling with them. And with City of 
Brass, Undiscovered Paradise, Gemstone 
Mines, Lotus Vale, and the various painlands, 
we should see a lot more multicolor decks in 
the future, similar to the five-color green 
(5CG) deck (a deck that is predominately 
green but which includes some of the best 
cards from each color) that dominated the 
U.S. Regional tournaments. 

However, some things about the Magic 
trading card game remain constant. In this 
period of change and chaos, it might prove 
beneficial to cover some of the basic concepts 
of Magic, starting with environmental control. 

WHAT IS ENVIRONMENTAL 
CONTROL! 

Environmental control is one of the 
most basic concepts in higher-level 
Magic and yet one of the least 
understood. Most simply, envi
ronmental control means playing 

your game while preventing your 
opponent from playing his or her 

game. This is the ultimate goal of 
every control deck, no matter what 

the method of control—whether 
card-based like blue counter-

magic, or resource-based 
like a prison deck. 

No deck can ever 
win consistendy if it 
allows the opponent 
to play unimpeded. 

; Consider a speed-green 
deck with nothing but crea

tures and land. Even this deck, 
which appears at first glance to 
| be the antithesis of control, 

i. engages in environmental con
trol because the opponent is 

forced to defend or lose. Forcing opponents 
to be on the defensive prevents them from 
playing offensively, even when they have a 
fast and powerful deck. Making control a 
dominant factor in your deck may spell the 
difference between winning and losing. 

Environmental control comes in three cat
egories. Card control is most often described 
in terms of card advantage. This method 
essentially seeks to neutralize an opponent's 
cards with removal and countermagic. With 
resource control, you seek to lock down or 
eliminate your opponent's resources, without 
concentrating on his or her offense. In most 
cases, the resource denied is mana, but some
times it's cards in hand. Resource control is 
best exemplified by a prison deck and its vari
ants. The last category is time control, some
times thought of as a subset of resource 
control because many time-control decks 
control mana with Winter Orb. However, 
time-control decks don't restrict or eliminate 
mana resources to prevent an opponent from 
playing cards. Rather, they restrict or elimi
nate the window of opportunity in which to 
play cards. Some common time-control decks 
include Forgotten Orb (which uses the delay
ing tactics of counterspells and Winter Orb 
to grant more time to use your own cards), 
the 5CG decks, and the weenie-Winter Orb 
deck (which uses the "you-need-mana-and-
I-don't" tactic). 

HOW DOES ENVIRONMENTAL 

CONTROL AFFECT THE GAME! 

Environmental control makes speed absolutely 
critical. In fact, in most cases it makes perfectly 
good sense to trade power for speed, because 
whatever you do, you must be able to do it 
early in the game before your opponent's own 
environmental control sets in. For example, a 
4/4 islandwalking regenerator for 
would certainly be more powerful than a River 
Boa (a 2/1 islandwalking regenerator for 1 •), 
but is it better? The answer is no, because it's 
slower. By the time you're able to cast i t, you 
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could be facing an army of Black Knights 
and Fledgling Djinns, or your opponent 
could have an Icy Manipulator in play or a 
Wrath of God in hand with the mana to 
cast it. Such a card would be slow enough 
to fall victim to environmental control. 

Environmental control also makes mana 
distribution absolutely critical. Mana dis
tribution is the lifeblood of any environ
mental-control strategy, even if you don't 
have a fast deck. Slower control players 

ronmental control, now that Icy Manipu
lator and Swords to Plowshares have 
returned, is resource control. Prison vari
ants of all types are bound to have reap
peared by now, many with global 
creature-stoppers like Wrath of God, 
Dream Tides, or Mudslide. 

Even the few control decks left in this 
environment, like big blue (a counterspell 
deck with lots of flying creatures to "beat 
down" the opponent) will begin to incor-

know this: if they cannot get the mana they 
need to establish control over cards, over 
resources, or even over time, they lose. But 
a speed deck also needs proper mana distri
bution to implement its environmental-
control strategy: offensive pressure. A Sligh 
deck, for example, full of creatures with 
one- or two-mana casting cost, may work 
on a low-mana ratio, but it will not work on 
a high-mana ratio. In other words, drawing 
six mountains and Goblins of the Flarg, 
followed by four more mountains, proba
bly means the Sligh player will lose that 
game. And it's not just because the player 
doesn't have the firepower necessary to 
inflict early damage. The reason, rather, is 
that by the time the Sligh deck starts to 
implement its strategy, the opponent will 
most likely have already taken control of 
the environment. And the Sligh deck relies 
on time control (via the initial rush of 
offense) for its environmental control. Los
ing that, it becomes hard to win the duel. 

ENVIRONMENTAL CONTROL IN 

THE CURRENT STANDARD 

ENVIRONMENT 

The current Standard environment chal
lenges control decks more than ever. The 
most important method in current Stan
dard play is time control. The perfect exam
ple is the 5GC deck that uses fast, efficient 
creatures (River Boa, Whirling Dervish, 
and Maro) as combat troops, combined 
with time control (Arcane Denial, selec
tive removal like Terror and Incinerate, 
plus Winter Orb and Armageddon). 

The other important method of envi

porate elements of time control. For 
example, big blue may be forced to 
become far more aggressive in order to 
turn each counterspell not into denial-of-
play cards, but into "time walk" cards, so 
that one foiled spell means you can launch 
an assault with your Air Elemental and 
inflict 4 more damage. 

THE IMPORTANCE OF 
TIME CONTROL 

Remember that time control differs from 
resource control. Compare a prison deck 
to a Forgotten Orb deck. A prison deck 
seeks environmental control by restricting 
all of an opponent's mana resources; it 
doesn't matter how long it takes as long as 
it achieves mana lockdown. A prison 
deck's play cards are almost completely 
dedicated to defense (via removal and 
countermagic) and environmental con
trol. Time is not important, resources are. 

A Forgotten Orb deck, on the other 
hand, doesn't care about the opponent s 
resources. It only cares about the window 
of opportunity during which an opponent 
might play a card that stops its own offen
sive onslaught, whether it be a blocker, 
Wrath of God, or Disk. Memory Lapsing 
a turn-four Wrath doesn't eliminate the 
threat, it merely delays it for a turn. How
ever, that delay translates into another 
turn of damage. And with Winter Orb, 
the Forgotten Orb deck gains a tremen
dous window of opportunity for damage 
dealing—a minimum of two turns, as the 
opponent probably tapped out to cast 
something you ended up counterspelling. 

Even if the opponent's Wrath of God is 
inevitable, it will take time the opponent 
does not have. In other words, resources 
(cards, mana, and so on) are not of the 
essence, time is. 

Time control has become the most 
important method of environmental con
trol because the current Standard scene 
demands offensive speed. Creature combat 
has become almost necessary with cards 
like Dense Foliage, which renders targeted 
creature control useless, and Teferi's Vei l, 
which renders all non-instant creature con
trol useless. Time control is also important 
because there are entirely too many ways to 
mess with slower, more defensive control 
decks, especially if they depend on 
enchantments or artifacts like Null Rod, 
City of Solitude, and Mana Web. 

THE FUTURE ENVIRONMENT 

Good players will adapt to the new envi
ronment and find ways to blend fast 
offense with environmental control, 
whether through card control, resource 
control, or time control. And with the 
current Standard environment, they will 
be assisted by the greatest color flexibility 
in the history of Standard Magic. It is 
possible that three-color decks will 
become commonplace and four- or five-
color decks won't be unusual. Deck 
builders will be able to blend a predomi
nantly green/white creature-geddon strat
egy with red and black removal and blue 
for selective countermagic or momen
tum-shifting cards such as Teferi's Veil or 
Ancestral Knowledge. Or they'll be able 
to blend traditionally opposing colors like 
black and green—black for selective crea
ture control and green for Dense Foliage, 
Call of the Wild, bigger creatures, and so 
on. And we're sure to see a splash of red 
and white in this mix for Fervor, Disen
chant, Abeyance, and Armageddon. 

But the most common thread among 
all successful decks will be some form of 
environmental control. It will be interest
ing to see what forms of environmental 
control and what deck types become pop
ular in Standard, but no matter what hap
pens, the Standard environment will 
certainly never be boring. 4 

Writer Robert Hahn looks quite different 
from his picture in The Duelist. 
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It was a Time of Legends 
For three years players of Legend of the Five Rings™ have followed a diverse 
cast of characters as they struggled against a rising tide of darkness. One Clan 
has fallen, and another has been redeemed. The Black Scrolls have been opened 
and read. Ancient prophesies have been fulfilled. Now, the descendants of the 
Seven Thunders and Shinsei himself have assembled to fight one last battle 
against the ancient evil their ancestors banished in a time long forgotten. This 
summer is the lime of the Void, when the circle will be complete and the first 
continuous story in card gaming will come to a shattering conclusion. Nothing 
in the Emerald Empire will ever be the samel 
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'and Time of the Void © & I'M 199? 
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Star control communication throughout 
the Inner Sphere. By spreading informa
tion through their network ot hyperpulse 
generators, they keep up on tactical situ
ations throughout known space, l or 
more on these guys, check out the article 
hv Shawn Carncs on page 64. 

ComStar cards will give you an edge in 
manipulating your deck and managing 
your resources better. One of the 
strongest cards in the set is Anastasius 
focht, the Precentor Martial of Coin-
Star. His diplomatic skills are so well-
developed that once you get him in play, 
he can either tdp a Clan 'Mech and untap 
an Inner Sphere 'Mech or tap an Inner 
Sphere 'Mech and untap a Clan 'Mech. 
As you can guess, that can really turn a 
battle around fast. Other notable Corn-
Star cards include Hyperpulse Genera
tor, which allows you to move around 
your opponent's construction counters; 
ComStar News Bureau, which gives 
extra resources to decks with Support: 
Politics; and the Grim Reaper, a classic 
ComStar 'Mech. 

Anastasius is tough to beat, but the 
universe has no shortage ot powerful per
sonalities to go up against him. While the 
background for Counterstrike covered 

^events from 3050 to 3052, Mercenaries 
includes 'Mechs and personalities that 
appear up to 3055. Cards like-Sun-Tzu 
1-iao (die hew Chancellor ot the Capellan 
Confederation), Omi Kurita (keeper of 
the family honor), Aletha Kabrinski of 
Clan . Ghost Bear, and Vandcrvahn 
Chistu of C%n jade Falcon help round 
out your decks and bring them up to date. 

Up! 
In a lot of current decks, people seem to 
rely pretty heavily on cards like ?Mcch 
Hangar and Secured Drop Site to gej| 
extra depfeynients. After all, vylty should 
you only deploy two cards when von can-
bring out three or four? Here's my chance 
to tip you off on a particularly Useful card in 
Mercenaries: Rapid Deployment. With 
this Command card, you can tap as many 
Resource cards as you want until the end 
of the turn and get an extra deployment 
each time. Weenie 'M&ch decks are going 
to be nastier than ever. 

That's just the beginning. A lot of 
players like to brag about the really big 
'Mechs, but you may have noticed the 
growing legion of small 'Mechs. Take the 
Dart DRT 3S from the upcoming set, a 
last little guy that doesn't inflict damage 
(but can still block) and deploys for a cost 
of 0. Now team it up with a card like 
Rapid Deployment. In no time at all, 
you'll be throwing out more Darts than a 
lOth-level AD&.D character. 

Of course, some players love monster 
'Mechs. Here's a news flash: Watch out 
tor the new unique 'Mechs. If you like 
Natasha Kerensky's attitude, you're going 
to love the Widowmaker card. It costs 
quite a hit to bring out Natasha's personal 
Daishi, but once it's out, it's nasty. Using 
Overheat, it can lash out for an amazing 
19 damage. If you know the backstorv up 
to 3055, you also know about Yen-Lo-
Wang, the 'Mech that Justin Xiang 
Allard passed down to his son Kai. Now 
this King of the Nine Hells has its own 
Card. My favorite card, however, has to 
be Rhonda's Highlander, the personal 
'Mech of the leader of Snord's Irregulars. 

These three 'Mechs have, something 
else in common. Their reputations is so 
fierce that if one of them shows up on the 
battlefield, any 'Mech that opposes it 
gets -1 attack. It gets better, though— 
one of the funkiest cards in the expansion 
lets you add this ability to any 'Mech. 
You're going to have to check out Intimi
dating Paint Job. Customize a heavy 
'Mech with wicked detailing and the 
'Mechs it opposes also get -1 attack. Get 
a paint job for a whole lance and sud
denly that huge 'Mech your opponent 
planned to crush you w ith is going to be 
in deep trouble! 

Take in Alii 
Personally, 1 like the freakish 'Mechs 
best. Every set seems to have a few, and 
tins one is no exception. The runner-up 
for weirdest 'Mech has to he the Sala
mander, which is so jam-packed with 
missiles that it actually bulges. I'm cer-
tainlv not going to complain about the 
Missile 4 option, though. The oddest 
'Mech in Mercenaries, though, is defi
nitely the Behemoth, a four-legged lum

bering "Stone Rhino" with lasers 
mounted in its snout. Funk-a-licious! 

You may also notice some 'Mechs in 
this expansion that are just being intro
duced to the BattleTech universe. Glenn 
Elliott, one of the designers, has told me 
that they're called "second-line" 'Mechs, 
and they reflect the evolution of 'Mech 
design. Take the Mandrill, for instance. 
It's a 'Mech that led to the development 
of the Baboon Howi.ER. Then there's 
the Corvis, the predecessor of the 
Ryoken STORMCROW. Even the 'Mechs 
have their own history. Now that's a 
backstory. 

If you're a fan of the BattleTech uni
verse, then you should also know about a 
special battle in the history of the Inner 
Sphere. Not only does this event have its 
own card in Mercenaries, but you can 
watch the battle unfold on the Web. (See 
Mike Selinker's sidebar on Hanover, 
page 61.) The characters in this promo 
from Wizards of the Coast are also fea
tured throughout the flavor text for the 
expansion, fsis Polaris is a deadly target
ing ace, Okada Nikei embodies the 
honor of House Kurita, and "E-Train" 
McNeill...well, you've got to visit the 
website to witness his horribly death. 
While you're at it, check out the rest of 
Wizards' BattleTech Web pages and 
read through the card lists for Counter-
strike and Mercenaries. 

Keep it 
Smdoth! 
Simply put, this expansion makes the 
game better than ever. If you like to play 
with Universe rules, you're going to see a 
lot more options for all of the Houses 
and Clans. And if you're a card game 
junkie—like 1 am—I think you'll wind 
up with a stack of cards that won't just get 
buried at the bottom of a massive pyra
mid in your basement. If you can afford 
to hire these 'Mechs and meres, Merce
naries is worth the investment. 1 think 
I'm going to have to take a break from 
miniatures and play some more cards.,.. 

"Ace" C yznyk lives in a basement apart
ment in Seattle, where he plays cards, drinks 
beer, and occasionally writes things down. 
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Paying the_Cost 
to Be the 

How to Manage 
Your Mercenaries 

Hello and 
welcome to 

the Mercenary 

Relations Division. Here 

at the MRD, we strive to 

give our customers 

everything they need in 

the way of full-bore fire

power, on time and 

under budget! Glenn here 

will give you the upside 

of our most ambitious 

package deal, and 

Shawn—well, Shawn 

will discuss some of our 

less ambitious plans. 

After all, here at the 

MRD, an educated 

customer is a quality 

customer. 

Boys? 

GLEIUIM: Hi there! Check out the deck 
on page 62. It's got bells, it's got whistles, 
it's got—heck, it's got everything! But 
you've got to read the fine print, or you're 
going to get our people killed. And if you 
think it's expensive to rent 'em, think 
about what it costs to replace 'em. 

To get the best effort out of your 
MechWarriors, and especially mercenar
ies, you need to know what makes them 
tick. The same is true of this Mercenaries 
deck, so that's what we're going to cover 
in this briefing. By the time we're done, 
you'll know the proper way to use its 
advantages and hide its disadvantages. 

The Mercenaries deck follows a fairly 
standard ratio of cards, with twenty-six 
'Mechs, twenty-five resources, and nine 
miscellaneous cards. So on the surface, 
you'd probably guess that there are no 
surprises here, right? Close, but not quite. 
Seven of the cards are unique mercenary 
contracts. Now, before you start thinking 
you can't afford so many of our fine divi
sions, consider the— 

SHAWN: That's what I like about 
you, Glenn, always hawking for the maxi
mum commission. Dear customer, I'd like 
you to consider a lower mercenary com
plement, say, one or two mercenary con
tracts. Glenn here would have you clog 
your deck with seven. Is there, maybe, a 
lack of confidence? Those seven meres 
could easily be replaced with more 
worthwhile cards, like, say.. .missions? 

Glenn's strategy uses Tactics, yet there 
are no Mission cards in the deck; any 
change of circumstance in the middle of 
combat will surely be against you. No last-
minute pushes or evasive maneuvers for 
you, my friend. Your mercenaries, all 
seven of them, are your sole source of 
combat modification. You've got no sur

prise element, with the cost of a card, a 
deployment, and continual resource drain 
for each Merc. Bon appetit! 

Exacdy what kind of combat modifica
tions will all these meres provide, you ask? 
Well, they do give 'Mechs a boost in bat-
tie, but for the commander who fails to 
pay the (7) 'SIS cost to keep each con
tract going, they will only provide the 
enemy with more firepower. It really starts 
to add up—especially if you find yourself 
without Politics in play. Now, what cou ld 
you be using these resources for if you 
weren't spending them on mercenaries? 
How about, I don't know.. .'Mechs? 

GLENN: Now, Shawn, don't be chas
ing away my customer. All the 'Mechs are 
pretty cheap. Only four of them cost four 
or more resources, and the majority of 
them cost one or two. Cheap 'Mechs like 
these are easy to deploy and will give you 
an advantage early in the game, and that s 
when you want to be winning. This deck 
is designed to hit fast and hard so you r 
opponent never has a chance to recover. If 
the game starts to drag on, your 'Mechs 
are going to start looking pretty weak 
compared to your opponent's. 

These mere contracts are beautifully 
specialized, for you, the educated con
sumer. Contract with Eridani Light 
Horse—hired only by a l ittle old Mech-
Warrior on Sundays, mind you—is going 
to let the air out of your opponent's Satu
ration Bombings before they get any 
steam. But they're not gonna do you any 
good if they're just sitting behind the 
lines waiting for enemy attacks. 

So my advice to you, the customer, is: 
Attack, attack, attack! You'll normally 
have a large 'Mech advantage early in the 
game, so make good use of it. If you cant 
hit your opponent's Stockpile, go for the 
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Resources. But don't sit around, because 
those mercenaries are expensive. Hire 
'em and send 'em into battle! 

SHAWM: So where are the real 
'Mechs? The ones selected for these 
mercenaries are p erhaps better suited to 
some backwater planetary defense. 
There are two Zeuses and one Black 
Knight, but that's certainly not enough 
to stand up against the likes of the 
Clans, let alone a competent Inner 
Sphere opponent. It's a Davion deck, but 
where is the big, beefy Banshee? It costs 

, but it's worth every resource. It 
has an armor/structure of 3/9, 
which far outweighs anything 
this deck sports. The 5 attack 
is nothing to snicker at either, 
with the p otential to go up to 
a whopping 8 if you use Over
heat. Now that's some fire
power! You might have the 
resources to build this assault 
monster with a couple of con
tracts, but with seven con
tracts, you just don't have the 
goods. Now, I can certainly 
understand not trusting mer
cenaries with a valuable Ban
shee, but allowing them to 
wander about in relatively 
fragile Jagermechs and Black
jacks is tantamount to murder. 

GLEMM: Oh, hardly. Look, why buy a 
high-end 'Mech when you can get the 
same results out of a used Spider with a 
great pilot? These mere contracts are 
going to turn those "fragile" 'Mechs into 
monsters. Look what some of these con
tracts are doing: eliminating armor on 
opposing 'Mechs, scrapping cards under 
construction, sending scrapped 'Mechs 
back to your Stockpile. Oh yes, and 
adding tons of armor and attack to your 
'Mechs. 

And your resources will make your 
contracts stand up longer than Shawn 
might expect. Black Market Connec
tions and Mercenary Relations Division 
allow you to retrieve lost cards from your 
Scrapheap, so you can cycle through 
contracts. Be careful, though—these are 
great cards, but they can also be your 
downfall. You shouldn't use them until 
you have drawn and used two to four 

contracts, because recycling slows down 
your 'Mech production. Use them as 
resources to build 'Mechs until you have 
enough other resources in play to free 
them up for their alternate uses. 

Of course, if you need the resources, 
this recycling mechanism allows you to 
let the contracts go whenever you want. 
You can even deploy and sacrifice one each 
turn if that's your cup of tea. After all, if 

your opponent isn't playing Politics, any 
contract he or she picks up will cost three 
resources to avoid giving it back to you. 

5HAWIM: Glenn, I'd like to thank 
you for mentioning the resource com
plement. On the surface, twenty-five 
resources seems adequate. When you 
look closer, however, the cracks begin to 
show. Eleven Assembly, three Politics, 
and two Tactics provide a reliable source 

mm imSikW-|igil iUWEl - : 

"The battle of Hanover is our 
Thermopylae, ourAglncourt, our 
TUkayyid. We may have lost, but we 
lost far better than our foes could 
have Imagined." 
— Coordinator Theodore Kurita, 

at the dedication ot the 
Hanover Memorial, 3055 

Wk n July of 3050, a pivotal battle 

Irages on Hanover, a planet in 
the Pesht District of House 
Kurita's Draconis Combine. 

The outcome of the battle is never 
in doubt. It cannot change the out
come of the war. But it will live in 
the annals of Kurita history forever. 

Chronicled in the Wizards Web 
game BattleTech: Last Stand at Hanover, the battle pits an outmanned and out
gunned echelon of Kurita MechWarriors against the unknown power of Clan 
Smoke Jaguar. A raging blizzard pins down the warriors, hampering communi
cations and protecting secret Clan encampments. The Hanover command posts are 
shattered by artillery, and the Jaguars are poised to devastate the population cen
ter of Pearl City. Only clever tactics and an eye for detail will keep the Hanover 
militia alive long enough to hold off the Clan advance. Only you, as their com
mander, can help them survive. 

In the Mercenaries expansion for BattleTech, you'll again encounter the 
MechWarriors who survived the fighting in the snow-capped mountains of 
Hanover. Half a decade later, the surviving warriors reflect on the battle that 
nearly cost them their lives. Missile ace Isis Polaris, kamikaze MechWarrior 
Okada Nikei, stoic Taeko Mifume, and speed demon Demosthenes "E-Train" 
McNeill will guide you through the card set. And when you pit the Spiders of 
the Inner Sphere against the Gladiators of the Clans, you too can experience 
the power of a heroic sacrifice with the Mission card Last Stand at Hanover. 

But that's only if they survive. And that's only if you lead them. 
Take the reins of command. Hanover awaits your orders. 

—Mike Selinker 

Try your skills in battle. Check out BattleTech: Last Stand at Hanover 
at <http://www.wizards.com/Web Fun/DCMS/Welcome.html>. 
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from which to draw. Think Tank gives a 
resource too, till you scrap it for a needed 
asset; if we count that anyway, that leaves 
seventeen resources free and clear. 

The remaining eight Resource cards, 
however, just give aid to the resource-
sucking mercenaries. They actually cost 
resources to bring into play! Now, I am 
not opposed to paying for some resources 
that provide worthwhile benefits, but 

eight of them seem 
a bit much. What 
exactly are you get

ting? Outreach Mercenary Training gets 
you both Politics and Tactics, but at the 
cost of a resource. And then there are 
those Mercenary Relations Divisions you 
love so much, Glenn. They allow you to 
bring Mercenary cards back to your 
hand, but then you have to pay for the 
contract again and deal with the resource 
drain—again. While you're doing this 
contract shuffle, the average opponent 
will be using deployments to bring out 
efficient Resource cards and, more 
importantly, 'Mechs. A contract will 
mean little if you're outnumbered in the 
'Mech department. You'd probably pre
fer to get out just one contract and use it 
as long as it lasts—which is the option I'd 
prefer for our customer here. 

GLEIVIV: W ell, I'll grant you that if 
you're not playing smart, this'll kill you. 
And I'll even grant you that it's a pain to 
pay for those mercenary contracts every 

turn. Early in the game, you'll probably be 
happier with another 'Mech, but the con
tracts are going to be very appealing later. 

But our customer here is one smart 
cookie, am I right? You'll be monitoring 
your resource usage closely. Sacrifice a 
Mercenary contract in order to free up a 
resource. Delay paying for a resource as 
long as possible. And most of all, dont 
hire mercenaries until you're ready to use 
them, which should be no sooner than 
the middle of the game. You're going to 
think carefully about your options—do 

you really need to play that resource now, or 
can it wait? That's why you aren't going 
to fall into Shawn's pit traps. 

SHAWN: Unless, of course, you're 
playing someone who's as smart as you. 
Look at some of my options against this 
deck. I can use Assassination to pop those 
unique contracts, and the new Protection 
Racket to add CD to the mainte
nance cost of each unique card. Death 
Commando Strike is also good in a pinch 
to scrap those contracts. I can use Myndo 
Waterly, the "retired" ComStar Primus, to 
tap all of your Politics-providing Re
source cards. And I might just be playing 
with Politics myself, in which case I'll 
have a field day when you let those con
tracts swing over to my side. 

GLENN: Now, Shawn, you're a loyal 
employee of the Mercenary Relations 
Division. You're certainly not telling me 
youd never want to use mercenaries, 

right? I mean, you do value your source of 
income, right? 

SHAWN: Well, of course I do. I love 
mercenaries—in moderation. Especially 
the best ones. And that brings me to my 
last point. Where in this vaunted deck are 
the best mercenaries available in the 
Inner Sphere—Wolf's Dragoons? They 
have their own 'Mechs, for cryin' out 
loud! The Imp, a massive hundred-tonner, 
is impressive by itself. I'd be willing to 
abandon the Davion forces just to get the 
Imp, which fits well with Contract with 
Wolf's Dragoons. After all, why buy a 
bunch of low-end contracts from Glenn 
when you could just as well pick up the 
top of the line from me? 

GLENN: You have to admit the Dra
goons are a trifle expensive. But hey, play 
with them if you like. I'm working to 
make your fife better. 

SHAWN: Uh-huh. Look, here's my 
advice to you, the customer. Managing a 
conflict in the hectic world of the 3050s is 
not something to take lightly. The com
mand chair requires attention to detail as 
well as battlefield management. Why rest 
your whole strategy on mercenaries who 
would turn on you quicker than they 
could cash a C-note? If you want some
thing done right, do it yourself. Don't rely 
on all those mercenaries to do a Mech-
Warrior's job. Buy just the contracts you 
need and leave the rest alone. 

GLENN: I couldn't agree more. Oi 
course, our mercenaries would never sell 
you out, right Shawn? 

SHAWN: Oh, indubitably. I just get 
caught up in the heat of the moment 
sometimes. Take anything I say with a 
container of salt. 

Hey. now that's what I like to 
see—my salespeople agreeing 
on everything. You did agree on 
everything, right, guys? 

SHAWN and GLENN: You can 
count on us, boss. 

5o...have we made the sale? 

Mike, Glenn, Shawn, and Paul designed Merce
naries, and Charlie led the development of the 
expansion. Each of them has included a mainte
nance cost of (T) (21 ii in their R&D contracts. 

Mercenary Deck 
Inner Sphere/Davion 
Deck design by Charlie Catapult 

Resources (25) 'Mechs (26) 
1 Black Market 

Connections 
1 ComStar Support* 
3 Mercenary 

Relations Division* 
3 Outreach Mercenary 

Training* 
11 Support: Assembly 
3 Support: Politics 
2 Support: Tactics 
1 Think Tank 

3 Blackjack BJ2 
1 Black Knight BL6-KNT 
4 Centurion CN9-D 
3 Hatchetman HCT-5S 
4 Jagermech JM6-DD 
1 Lancelot LNC25-01 
6 Mongoose MON-66 
2 Stealth STH-1D* 
2 Zeus ZEU-9S 

.-cm 

Other Commands (91 
1 Contract with Black Thorns* 
1 Contract with Eridani Light Horse* 
1 Contract with Gray Death Legion 
1 Contract with Kell Hounds 
1 Contract with Northwind 

Highlanders* 
1 Contract with Snord's Irregulars* 
1 Contract with 21st Centauri Lancers* 
1 Rhonda Snord* 
1 Sharilar Mori* 

' from Mercenaries 
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the finest 
the anything-goes world of 

Snard's 
Irregulars 
"Rhonda knew gaudy pink was 
no color for a 'Mech. Unless 
you've been taught to fear 
pink." 

— ComStar mercenary 
field report 

give a 'Mech +2 to attack and 
+3 armor. If Contract with 
Northwind Highlanders gets 
scrapped from play, you 
restock it instead. 

Eridani 
Light: Horse 
"It's like Daddy always said, 'A 

big gun speaks for itself, but 
some folks still need an inter
preter.'" 

—Isis Annemarie Polaris, 
ex-Kurita pilot, now of the 
Light Horse 

The Unit: The premier 
recon meres, they employ 
devastating long-range fire
power to perfection. They'll 
mix it up close if they have to, 

your 'Mechs an unpredictable 
bonus: +(1-6) attack and 
+(1-6) armor. The Unit: Why would 

Rhonda Snord leave the 
Clans and follow her father, 
Cranston, into mercdom? 
Honor? Money? Revenge? 
Hardly. Rhonda's pink Mech 
says it all: She did it for rock-
and-roll. Her wild bunch 
became one of the greatest 
and most unpredictable mere 
units in the Inner Sphere. 

The Card: One of your 
'Mechs gets +2 attack and +3 
armor. If that Mech gets 
scrapped, Contract with 
Snord s Irregulars lets you put 
it on top of your Stockpile 
instead of into the Scrapheap. 

21st Centauri 
Lancers 
"We work for whoever treats us 

with class. When we get mis
treated, we say so—loudly and 
often." 

— Lancer Colonel 
Evelena Haskell 

iMarthwind 
Highlanders 
"Frankly, I'd sooner gut my 
'Mech than hear those bag
pipes play 'Scotland Forever' 
again. But I do like watching 
our enemies run when they 
hear it." 

— Chastity Mulvaney, 
Northwind Highlanders 

The Unit: Forged on the 
planet of Northwind in the 
days of the Star League, the 
Highlanders fought for 
House Liao until House 
Davion bribed them to aban
don their posts in the Fourth 
Succession War. They're now 
independent, whether Liao 
wants it or not. 

The Card: The Highlanders 

The Unit: The Lancers fled 
from House Liao's St. Ives 
Cavalry, back before St. Ives 
migrated to the Davion realm. 
They became one of the best 
mercenary units ever, working 
for anyone who pays—except 
the Liao, of course. 

The Card: Tap Contract 
with 21st Centauri Lancers 
and choose one of your 
'Mechs. All your forces in that 
mission ignore the armor of 
ever)' Mech they encounter. 

— * —M.S. 

Black Thorns 
'"I see before me da Gladiator 
lie.' Man, dat Byron, he gotta 
quote fer every occasion, ah?" 

—Hawg, Black Thorns 
MechWarrior 

The Unit: One of the few 
units assembled in the wake 
of the Clan War, the Black 
Thorns are usually posted 
along the north border of the 
Inner Sphere. This offshoot 
of the Northwind Highlanders 
has been known to hire some 
unstable MechWarriors, but 
they get the job done. 

The Card: Contract with 
Black Thorns gives one of 

®<s 

but few opponents get that 
chance. 

The Card: One of your 
'Mechs gets +2 attack and +2 
armor, as well as the ability to 
scrap any card it damages in 
your opponent's Under Con
struction region. 

lis 
i £9$ 

: : i 
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Comstar for the 
Modern-Day IViechWarnor 

ComStar is one of the most 
enigmatic forces operating 
within the Inner Sphere, 
and certainly one of the 
most dangerous. Devel

oped in 2785 by Jerome Blake from the 
Department of Communications of the 
original Star League, ComStar maintains 
a stranglehold on communication via 
devices known as hyperpulse generators, 
or HPGs. HPGs are located on almost 
every planet throughout the Inner 
Sphere, and only from these devices can 
information be sent through the void of 
space, many times faster than the speed of 
light. This is technology from the Star 
League era, rare and irreplaceable. Few 
other avenues of communication exist in 
the BattleTech universe of 3055. Equally 
irreplaceable are the skills to operate 
HPGs, so ComStar wields immense 
power. Every faction in the Inner Sphere 
requires communication, and almost all 
are willing to deal with ComStar to get it. 

In the modern day of 3055, ComStar 
represents one of the last true vestiges of 
the Star League era. With this status, 
however, has come a neo-Dark Age men
tality inside ComStar itself; pursuit of 
skill and knowledge has been replaced 

with crypto-religious pomp 
and circumstance. All of 

Corn-Star's activities are shrouded in 
rites and rituals, mainly stemming from 
Jerome Blake's successor, Conrad Toyama. 
Such rituals not only give an eerie mys
tique to the workings of ComStar, but 
also hide the true technological abilities 
of ComStar from the prying eyes of the 
Houses of the Inner Sphere. The Houses 
of the Inner Sphere do not have the skills 
and technology to maintain HPG tech 
and so are forced to yield to ComStar's 
ritualistic nature. 

ComStar totes a banner of neutrality in 

Anastasius Fncht: 
Title: Precentor Martial, ComStar 
Accomplishments: Orchestrator 
of the Tukayyid accords, leader of 
the Com Guard forces at Tukayyid, 
grand co-reformer of ComStar 
The Card: Focht can untap an 
Inner Sphere 'Mech while tapping 

a Clan 'Mech, or vice versa. This has potentially 
dangerous ramifications in Inner Sphere-Clan 

battles if Focht is on the 
wrong side of the political 
fence. 

Sharilar Mori 
Title: Precentor Dieron, 
ComStar 
Accomplishments: Grand 
co-reformer of ComStar, 

leader of the new ComStar 
The Card: Mori's opponent gets -1 initiative while 
she's in play, essentially negating Tactics and 
severely hampering the opponent's battles. 

Mynda Waterly 
Title: Primus, ComStar (retired) 
Accomplishments: Orchestra-
tor of Operation Scorpion, 
"retired" for the benefit of 
ComStar 
The Card: Waterly's attempt to 
seize control of the Inner 
Sphere is reflected in her ability 
to tap an opponent's cards that 
provide the Politics Resource 
and prevent them from untap-
ping during the next untap phase—all for the cost 
of one of your own resources. 

the conflicts that rage within the Inner 
Sphere, and its stated goal has been the 
protection and salvation of humanity 
from the ravages of the Successor Wars. 
Recently, however, neutrality has not been 
enough. ComStar defeated the Clans at 
the Battle of Tukayyid, halting their 
advance to Terra for fifteen years. Playing 
the other side of the cosmic fence, Com
Star simultaneously launched Operation 
Scorpion, an unsuccessful move to seize 
control of the worlds of the Inner Sphere, 
whether occupied by House or Clan. The 
ensuing chaos caused a schism within 
ComStar, splitting it into a "reformed 
faction and the religiously militant Word 
of Blake sect, currently in exile in the Free 
Worlds League. 

You may be asking yourself, "What 
does this mean to me, the MechWar-
rior?" Good question! With the release 
of Mercenaries, you could face agents of 
ComStar on the field of battle, as they 
can be played by any Inner Sphere 
player. "To know your ally is to know 
your enemy," a great MechWarrior 
once said, and in that spirit we take a 
look at some of the key modern-day 

ComStar elite you may encounter. 
— Shawn F. Carnes 
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Card 
• 1 Access to Extra Munitions Command-Enhancement Thomas Milliom C • 66 Phantom C 'Mech-Clan-Omni-Wolf Charles Gillespie U 

• 2 Albatross ALB-3U 'Mech-lnner Sphere-Marik Lee M. Fields R • 67 Phantom D 'Mech-Clan-Omni-Wolf Charles Gillespie u 
• 3 Aletha Kabrinski Command-Unique-Clan-Ghost Bear William Simpson R • 68 Phantom Prime 'Mech-Clan-Omni Charles Gillespie c 
• 4 Ammo Truck Command Chris Trevas U • 69 Pouncer C 'Mech-Clan-Omni-Wolf Pete Venters c 
• 5 Anastasius Focht Command-Unique-ComStar- Tony Roberts R • 70 Pouncer Prime 'Mech-Clan-Omni Pete Venters c 

Inner Sphere • 71 Protection Racket Command-Inner Sphere-Liao Doug Chaffee R 

• 6 Anvil ANV-3M 'Mech-lnner Sphere-Marik Sam Wood U • 72 Rapid Deployment Command Kelly D. Krantz c 
D 7 Apollo APL-1M 'Mech-lnner Sphere-Marik Tom Wanerstrand C • 73 Reactor Breach Mission Romas R 

0 8 Artill ery Bombardment Command-Inner Sphere Franz Vohwinkel C • 74 Redjack Ryan Command-Unique-Periphery- Zina Saunders R 

1 9 Assault 'Mech Specialists Command-Resource-Inner Sphere Zina Saunders U Inner Sphere 

• 10 Assault on the Rear Echelon Command Doug Chaffee C • 75 Relentless Assault Mission Dave Seeley U 

• 11 Baboon Howler 'Mech-Clan-Jade Falcon Tom Kyffin R • 76 Repair Facility Command-Resource Patrick Beel C 

• 12 Batchall Mission Romas R • 77 Rhonda Snord Command-Unique-Mercenary- David Roach R 

• 13 Behemoth Stone Rhino 'Mech-Clan-Omni-Smoke Jaguar MarkTedin R Inner Sphere 

• 14 Berserker BRZ-A3 'Mech-lnner Sphere-Davion-Steiner Ted Naifeh R • 78 Rhonda's Highlander HGN-732 'Mech-Unique-Mercenary- Janet Aulisio R 

• 15 Booty Cache Command-Resource David Deitrick R Inner Sphere 

• 16 Com Guard Response Team Mission-ComStar-lnner Sphere Thomas Milliom C • 79 Salamander PPR-5S 'Mech-lnner Sphere-Davion-Steiner David Seeley R 

• 17 ComStar Investment Command-Resource-ComStar- Janet Hamlin U • 80 Sandhurst Royal Military Academy Command-ComStar-lnner Sphere Pat Morrissey U 

Inner Sphere • 81 Scarabus SCB-9A 'Mech-lnner Sphere-Davion-Steiner Lee M. Fields R 

• 18 ComStar News Bureau Command-Resource Franz Vohwinkel R • 82 SharilarMori Command-Unique-ComStar- David Roach R 

• 19 ComStar Support Command-Resource-Inner Sphere Pat Morrissey C Inner Sphere 

• 20 ComStar Technicians Command-ComStar-lnner Sphere Mike Jackson U • 83 Snake SNK-1V 'Mech-lnner Sphere-Liao Dermot Power C 

• 21 Contract with 21st Centauri Lancers Command-Unique-Mercenary- Doug Chaffee R • 84 Stealth STH-1D 'Mech-lnner Sphere-Davion-Steiner Colin MacNeil C 

Inner Sphere • 85 Strip Mining Operation Command-Resource Mike Raabe C 

• 22 Contract w ith Eridani Light Horse Command-Unique-Mercenary- David Deitrick R • 86 Sun-Tzu Liao Command-Unique-Inner Sphere-Liao Janet Aulisio R 

Inner Sphere • 87 Tactical Advantage Mission Sam Wood C 

0 23 Contrac t with Northwind Highlanders Command-Mercenary-Inner Sphere Christina Wald U • 88 Taking the Hit Mission R. Kane-Ferguson C 

• 24 Contract w ith Snord's Irregulars Command-Unique-Mercenary- Janet Aulisio R • 89 Targeting Ace Command Colin MacNeil U • 24 Contract w ith Snord's Irregulars 

Inner Sphere • 90 Tempest TMP-3M 'Mech-lnner Sphere-Marik Chippy C 

• 25 Contract w ith Black Thorns Command-Unique-Mercenary- Janine Johnston R • 91 Thunder THR-1L 'Mech-lnner Sphere-Liao Mark Poole C 

Inner Sphere • 92 Tracking System Failure Command-Enhancement Christopher Rush U 

• 26 Corvis 'Mech-Clan Dom! C • 93 Transportation Delay Command Doug Chaffee C 

• 27 Dart DRT-3S 'Mech-lnner Sphere-Davion-Steiner Ted Naifeh U • 94 Underworld Connections Command-Inner Sphere Janet Aulisio C 

• 28 Di fficult Terrain Command-Enhancement Kevin McCann C • 95 Unopposed Mission Kelly D. Krantz C 

• 29 Disguise d Coordinates Command-Subterfuge Zak Plucinski C • 96 UrbanMech IIC 'Mech-Clan Mike Jackson C 

• 30 Disr upted Supply Lines 

• 31 Dr. Ariel Reed 

Mission Tom Kyffin U • 97 Vandervahn Chistu Command-Unique-Clan-Jade Falcon D.Alexander Gregory R 
• 30 Disr upted Supply Lines 

• 31 Dr. Ariel Reed Command-Unique-Inner Sphere Pat Morrissey R • 98 Venom SDR-9K 'Mech-lnner Sphere-Kurita Andrew Hepworth U 

• 32 Expert Negotiating Team Command-Inner Sphere Jock U • 99 Widowmaker Daishi Dire Wolf 'Mech-Unique-Clan-Omni-Wolf Joel Biske R 

• 33 Firs t Circuit Summons Command-ComStar-lnner Sphere Janine Johnston U •lOOWyvern IIC 'Mech-Clan Colin MacNeil C 

• 34 Grand Titan T-1T-N10M 'Mech-lnner Sphere Doug Chaffee C •101 Yen-Lo-Wang CN9-YLW 'Mech-Unique-lnner Sphere- Simon Gurr R 

• 35 Grim Reaper GRM-R-PR29 'Mech-ComStar-lnner Sphere Doug Chaffee C Davion-St. Ives 

• 36 Gunslinger GUN-1ERD 'Mech-lnner Sphere-Davion- Simon Harrison U 
mmammmmm HH 

Kurita-Steiner 

• 37 Hammer HMR-3M 'Mech-lnner Sphere-Marik Jeff Laubenstein C 

| • 38 Hellhound Conjurer 'Mech-Clan-Jade Falcon Doug Chaffee U 

; C 39 Hercules HRC-LS-9000 'Mech-lnner Sphere-Marik Mark Poole U 

0 40 Hermes IIHER-5S Mech-lnner Sphere Dave Seeley C z 
o 

• 41 Hi dden Reserves Command Jock C * 

• 42 High-Profile Target Command Chris Trevas U < 

• 43 Hohiro Kurita Command-Unique-Inner Sphere-Kurita Zina Saunders R * 

• 44 Huron Warrior HU R-W0-R4L 'Mech-lnner Sphere-Liao Jock C r 
> 

: • 45 Hyperpulse Generator Command-ComStar-lnner Sphere Audrey Corman R 
z 

• 46 Intim idating Paint Job Command-Enhancement Dermot Power U o 

• 47 Jackal JA-KL-1532 'Mech-lnner Sphere-Liao-Marik Patrick Beel C cc 
• 48 Krake n Bane 'Mech-Clan-Jade Falcon Chippy U 

D 49 Last Stan d at Hanover Mission-Inner Sphere Ted Naifeh U 

• 50 Linebacker B 'Mech-Clan-Omni-Wolf Kevin McCann C 

• 51 Linebacker Prime 'Mech-Clan-Omni Kevin McCann C 

• 52 M andrill 'Mech-Clan David Seeley R 

• 53 Ma skirovka Headquarters Command-Inner Sphere-Liao Janine Johnston U 

• 54 'M ech Rotation Command Tony Roberts C 

;; 055 'Mech Trap Command-Subterfuge Dermot Power C 

• 56 Mercenary Commission Contacts Command Janet Hamlin U 

• 57 Me rcenary Contract Command-Mercenary-Inner Sphere Mike Raabe C 1 
f|§ • 58 Mercenary Relations Division Command-Resource-Inner Sphere Janine Johnston C 

• D59 MyndoWaterly Command-Unique-ComStar- D.Alexander Gregory R / 
Inner Sphere 

• 60 Naga Prime 'Mech-Clan-Omni Randy Asplund-Faith U f.l 
• 61 Nekekami Sabotage Command-Subterfuge-Inner Sphere Chippy U 

| • 62 Nightsky NGS-4S 'Mech-lnner Sphere-Davion-Steiner Clifford Upp U 

• 63 Omi Kurita Command-Unique-Inner Sphere- D. Alexander Gregory R 

Kurita 

• 64 Outreach Mercenary Training Command-Resource-Inner Sphere Christina Wald C 

• 65 Penetrator PTR-4D 'Mech-lnner Sphere-Davion-Steiner Dermot Power U 
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PR^EViEW 

As the flying ship 

leaves Dominaria behind, 

bound for the dark plane of 
:: V->S 

Rath, Magic players will find 

themselves roaring be 

these two very different 

worlds. Tempest, the stand-
gg&i V w-- -A1- 0 '< f 

alone expansion scheduled for 

release this fall, 

players to a wealth of clever 

new mechanics, surprising 

twists to the fate of the Weath-

erlight crew, and an imagina

tive new world environment. 

The next issue of The Duelist 

will give you complete cover

age, but here's a sneak preview 

of what to expect.... 

PREVAILING WINDS 
LAYERS ANTICIPATE new rules resolves, it goes to its casters hand instead ct 

the graveyard—thus allowing that pl ayer 
to use the spell again (and again and again • 

For example, Searing Touch (a common 
red instant) deals 1 damage to a target 
creature or player for 3. For an additional 
4 , however, its caster can put Searing 
Touch back into his or her hand—at-
cast it again for another . If that plat 

in the stand-alone sets," says 
Mark Rosewater, who designed 
expansion along with Mike 

Elliott, Richard Garfield, and Charlie 
Catino. Like Ice Age and Mirage 

before it, Tempest promises to both expand 
and alter the way players build decks and 
play cards by introducing a new mechanic 
called "buyback," imaginative creature 
types, and fresh creature abilities. 

•Buyback: Buyback offers players an 
opportunity to use certain spells more 
than once. When paying the casting cost 
of a buyback spell, its caster can choose to 
pay the buyback cost in addition to the 
spell's normal casting cost. Once the spell 

willing to pay the buyback cost again, t 
or she can cast Searing Touch a third 

time, and so on. 
"I think players will take a while to fig 

ure out proper strategies when using bu) 
backs," Rosewater notes. "When let 4? 
first came out, players knew that cantnp 
were different, and they needed some time 
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to grasp exactly what the new mechanic 
meant in strategic terms. Buybacks will 
require similar study." 

Players will have their hands full study
ing all the possibilities Tempest offers 
because buyback is only one of four varia
tions to traditional play. Slivers, Licids, 
and creatures with shadow round out the 
set's new options. 

• S hadow: Some creatures have this 
unique evasion ability that is similar to flying 
or landwalk. A creature with shadow can 
only block ano ther creature with shadow 
and can only be blocked by another crea
ture with shadow. If your opponent 
attacks with a Soltari Foot Soldier (a 1/1 
creature with shadow for *), you can only 
block it with creatures that also have 
shadow. If none of your potential blockers 

', with shadowj" 
Rosewater says confidently, "are going to 

a very aggressive Anake-
environment 

' Slivers: Think Plague Rats with a 
tvvist. Slivers share their abilities with one 
another, each making the others more 
powerful. Your Talon Sliver (a 1/1 creature 
for *) only has first strike until your oppo
nent plays a Winged Sliver (a 1/1 creature 
for *). The Winged Sliver gives all other 
Slivers flying, and the Talon Sliver gives all 
other Slivers first strike—so now both 
Slivers have flying and first strike. Add 
Muscle Sliver, a green creature that gives 
all Slivers +1/+1, and every Sliver in play 
gets yet another benefit! 

• Licids: "The Licids," says Rosewater, 
"were m ade with the advanced player in 
mind because of their versatility and 
because th ere are so few cards in Magic 
that require different spells to destroy 
them at different times." That said, the 
simplest explanation of Licids is to 
describe them as creatures that can 
become creature enchantments and then, 
if needed , become creatures again. Con
sider Nu rturing Licid, a 1/1 green crea
ture: tap ped and for a cost of it can 
become a Regeneration enchantment on a 
target creature. At any time, the Nurtur
ing Licids controller can pay • to end the 

effect, making the Licid a 1/1 creature 
again. "Licids will make players stop and 
think," Rosewater predicts. 

WHEN THE SHIP COMES IN 
The Weatherlight set introduced Gerrard, 
Tahngarth, Hanna, Mirri, and the rest of 
the crew as they set out from Dominaria 
for the dark plane of Rath. There, the 
evincar Volrath holds Captain Sisay pris
oner to lure Gerrard into battle. As the 
story continues in Tempest, the Weath
erlight makes its way across Rath s twisted 
skies en route to Volrath's stronghold. 
Almost immediately the evincar's own air
ship, tire Predator, attacks. The pitched 
battle that follows sets the wheels in, 
motion that will ultimately bring Gerrard 
to the citadel where his worst enemy waits. 

If the Weatherlight expansion is the pro
logue to the Weatherlight saga, Tempest 
(Part I of The Rath Cycle) serves as its 
explosive first chapter. In addition to his 
work on the design team, Rosewater also 
serves as co-author of the saga. "We have 
an intense air battle, a new race of goblins, 
a near-fatal fall, a kidnapping, a ship
wreck, angry merfolk, paranoid elves, a 
prophecy, and a giant portal," he says. 
"Michael [Ryan] and I wrote this story 
very cinematically. There are numerous 
scenes that you can just imagine watching 
on a giant screen at the multiplex." 

In addition to the new game mechan
ics, the Tempest story explores some of 
the geography of Rath as the Weatherlight 
approaches Volrath's stronghold. From the 
great forest of Skyshroud to the Death 
Pits of Rath, players will discover a world 
filled with inventive locales. 

Tempest will also give players a first look 
at the villain of the saga: Volrath, evincar 
of the Lord of the Wastes. And by the end 
of the Tempest story, Volrath will add two 
more members of the Weatherlight crew to 
his list of prisoners. 

TAKING THE ART BY STORM 
With Tempest, art takes on a whole new 
meaning, for images are more closely 
related to the story than they have ever 
been in past expansions. Senior art direc

tor Matt Wilson says: "It describes the 
storyline from a sort of tourist's snapshot 
point of view. Many of the cards work in a 
series, much like the panels of a comic 
book, to show the sequence of events in a 
particular scene." 

As a whole, Wilson suggests, the art 
works as a tour guide to the plane of Rath, 
introducing players to the merfolk realm 
of Rootwater and the subterranean moun
tain stronghold of Volrath. Familiar races, 
such as merfolk, elves, and goblins, with 
new twists, also add an exciting element to 
the world of Rath. Furthermore, players 
will see more detail of the Weatherlight 
itself, as well as a first look at Volrath's 
own flying ship, the Predator, commanded 
by malformed Greven il-Vec. 

Such attention to detail requires a great 
deal of work from the artistic team. Artists 
Anson Maddocks, Mark Tedin, and 
Anthony Waters worked together on early 
conceptual illustrations. "Literally, they 
designed blueprints for each of the major 
characters," Wilson says, "as well as 
detailed visual information about the 
environment and the inhabitants of 
Rath." Some of these illustrations added 
new elements to the story itself The 
Death Pits of Rath, for example, became 
the climax of the journey after the design 
team presented its vision of the sludge pits 
beneath Volrath's stronghold. 

These illustrations were then brought 
together in a style guide that was provided 
to Tempest artists in order to maintain a 
consistent look and feel to the world. 

"It was great to see the art come in," Wil
son says, "because even though each artist 
brought his or her own unique style to the 
characters, they were always recognizable." 

ALL OF THIS is just the beginning of the 
storm—Tempest is filled with surprises, 
from the storybook players will find in 
their starter decks to the introduction of 
the elven legend, Eladamri, Lord of 
Leaves. And those clouds are gathering on 
the horizon.... 'S* 
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Imagine a game in which you start 

with 27 life and all your creatures 

are unaffected b y summoning 

sickness. Or starting with a hand 

size of ten ca rds while your 

opponents must play with their 

hands face up. If t his doesn't 

sound like the Magic 

The Gathering you're 

familiar with, 

you're right. 

Welcome to 

Vanguard, 

and leave your old 

ideas about Magic 

at the door! 

anguard is the new supplement for Magic that 
debuted in Arena's Summer Season (July 18-

' August 24). The result of a cooperative effort 
between Wizards of the Coasts R&D and Events 

departments, Vanguard was designed specifically for 
social Magic play. You remember, the way Magic was 

played before anyone thought of organizing a 
tournament—at your friend's house, in a coffee 
shop, or at your local Magic retailer. 

Each of the eight Vanguard cards used in 
Arena's Summer Season pictures a character from 

the Weatherlight saga. Gerrard and Sisay are featured, 
along with Tahngarth, Karn, and others. Even Squee, 

the goblin cabin hand, makes an appearance. Future Vanguard card 
sets will use additional characters from this storyline. 

Vanguard was never intended for use in sanctioned tournament 
play, and so does not have to conform to the DCI's strict guidelines. 
Instead, R&D was free to create powers which would be "broken" 
in normal game play. While an untargetable Mana Flare that only 

affects your own lands might be too unbalanced for a typical 
Magic expansion, just call it "Sisay" and it fits right in with 
Vanguard. 

While it's true that Vanguard can put a spin on your old 
deck, the cards lend themselves to new deck ideas as well. 

While certain strategies that rely on multiple-card combi
nations may have been unreliable before, just one untar

getable Vanguard card makes two-card combos a snap 
and even encourages three- and four-card combos. 

For an extra-weird twist, try having two (or more) 
Vanguard cards in play for each player. Expensive multi
color spells become much more attractive with Mirn and 
Sisay in play, as your mana production becomes both fast 

and versatile. Teaming Karn 
with Ertai gives you artifact 
creatures that can't be disen
chanted or blasted by your 

opponents' spells or effects (and 
11 additional life). Just be careful not 

to group too many cards with negative 
hand-size modifiers, or you'll start play 
with no cards. 

Or, instead of starting with a Vanguard 
card in play for each player, randomly 
choose a card at the start of the game and 



have it function for both players 
(similar to an Enchant World). 
After a preset number of turns, replace the card with another 
randomly drawn Vanguard card. Repeat throughout the duel, 
applying each new card's effects immediately when drawn. 
Note: If you use the cards in this manner, the "Starting Life" 
number should be applied to each player's current life total, 
which could reduce a player to 0 life! 

Ilie/UiatomyeifVSangiiaitl 
Each card has three parts that describe its powers: starting and 
maximum hand size; starting life; and its ability, as described in 
the card text. 

• Starting and maximum hand size modifies the size of your 
hand, both at the start of the game and during play. For instance, 
if you are using Gerrard, you start the game with only three cards 
(seven minus four), and discard down to three cards at the end of 
each turn. If you're using Squee your maximum hand size, 
including your starting hand, is ten cards (seven plus three). 

When your starting hand is small, you risk the dreaded "no-
land mulligan." Even if you are lucky enough to draw a land or 
other mana source, your other cards had better be usable with 
little mana. Notice that Sisay and Gerrard (the two worst 
"hand-size" cards) increase your ability to either draw cards 
(Gerrard) or generate mana (Sisay), which can work to counter
act this disadvantage in opening turns. 

Conversely, with a larger hand size your options change dra
matically. Multiple-card combinations become easier to get in 
your opening hand. Also, "card-drawing" cards become more 
attractive, as the discard phase is less of a threat. Imagine a Pros
perous-Bloom deck with a ten-card hand-size limit! 

• Starting life is relatively 
self-explanatory: your starting 
life total is modified as shown. If you use Tahngarth, you start 
with 27 life (20+7); with Squee, you start with only 16 life (20-4). 
A higher life total gives you extra breathing room in which plots 
can develop, and also gives you a greater ability to take advan
tage of cards that require a loss of life (such as Glacial Chasm or 
Withering Boon). Having less life just means you'd better get 
going a little faster, or be able to increase your life total quickly. 

• Each card's specific ability is described in the main text of the 
card. While most of these abilities are relatively self-explanatory, 
each one lends itself to a number of deck-building strategies. 
Tired of watching your big creatures fall to your opponent's Fire
ball, Pacifism, or Dark Banishing? Try Ertai on for size. Always 
wanted to build that "all-artifact" deck? Drop Karn on the table, 
and watch your opponent flee from marauding Amber Prisons 
and Jester's Caps. Want to know when to play your counter-
spells? Squee lets you see what's in your opponent's hand at all 
times. Five-color decks are simple with Mini in play, and expensive 
spells seem a lot cheaper with Sisay helping out. Gerrard gives 
you serious card advantage, though it takes a few turns to kick in. 
Finally, Maraxus and Tahngarth can each add some punch to a 
heavy creature deck. 

Vanguard can be obtained from your local Arena retailer dur
ing the league's Summer Season. Vanguard is tentatively sched
uled to reappear in Arena with eight new cards during early 
1998. Wizards will also be offering Vanguard league play at 
GEN CON '97 in Milwaukee from August 7-10. Whether you 
add Vanguard to your favorite old decks or use it to put a brand 
new hurt on your opponent, it's bound to change the way you 
play Magic. ^ 
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by Tom Chanpheng 

|J^ With the 1997 
world Championships 
loming on the horizon, 
we thought it would be 

appropriate to hear from 
last year's World Champion, 
Tom Chanpheng of Brisbane, 

stralia. Here Chanpheng shares 
the experience, from the time he 

first learned to play MAGIC two years 
# 

ago all the way through winning last 
summer's World-Championship match 

against Utah's Mark Justice. 

tfewMe 
beginnings 

Ft was back in March of'95 
when my friends and I bought 

a starter and two boosters of 
Revised and started learning to plav 

Magic: The Gathering. We were so 
absorbed by the complete payability that we 
played for eighteen hours straight. After that, it 
didn't take long to enter the tournament scene. 

In my first tournament, I played a deck with 
Fastbonds, Psychic Venoms, Channels, and 
Fireballs. Not surprisingly, 1 didn't do well, 
but it was my first taste of competition. My 
second tournament was the Regional to qual
ify for the Australian Nationals, and I entered 
sporting a mono-black deck. Mostofmywjns 
came from Cursed Land, which annoyed alot 
of people, but I also remember winning once 
with a 12/13 Frozen Shade. 

This is where I met an excellent Mag ic 
player, Early Nguyen. Nguyen came in third, 
and somehow I won the tournament, so both 
of us qualified for the '95 Nationals in July. We 
set off with no playtesting and without the 
slightest clue as to how we would fare against 
the best in the country. We ended up getting 
creamed by players who had much better con
structed decks, but oh well—there was always 
next year. 

Training Begins 
After the Nationals, I searched the Internet 
for Magic topics and was stunned by th e 
plethora of info available, from decklists.'to 
strategy tips. But what really caught mv atten-

The road to the 1997 Magic 
World Championships takes 
many turns: some go through 
Regional and National competi
tions, others intersect with the 
Magic Pro Tour andDCI rank
ings (Limited and Constructed). 
Still other avenues pass through 
Pro Tour Qualifiers and Grand 
Prix events. Whichever way you 
wind up qualifying, you're con
sidered among the best of the best 
if you reach Seattle in August. 

1996-97 Pro Tour Events 
The Magic: The Gathering Pro 
Tour schedule included four U.S. 
venues and one international 
stop during the 1996-97 sea
son. The Top 2 finishers from 
each Master-division competi
tion earned invitations to this 
year's Worlds as follows: 
Pro Tour-Atlanta, Sept. 13-15 

Frank Adler (Germany), 
champion; Darwin Kastle 
(Massachusetts), finalist 

Pro Tour-Dallas, Nov. 22-24 
Paul McCabe (Canada), 
champion; Jason Zila 
(California), finalist 

Pro Tour-Los Angeles, 
Feb. 28-Mar. 2 
Tommi Hovi (Finland), 
champion; David Mills 

(Virginia), finalist 
Pro Tour-Paris, April 11-13 

Mike Long (Virginia), 
champion; Mark Justice 
(Utah), finalist 

Pro Tour-New York, 
May 30-June 1 
Terry Borer (Canada), 
champion; Ivan Stanoev 
(The Czech Republic), finalist 

In addition, the 1996 Pro Tour 
"Player of the Year," Sweden's 
Olle R3de, earned an automatic 
invitation to this season's World 
Championships. To round out 
the list of Pro Tour candidates, 
the Top 10 players (based on 
their overall Pro Tour points 
compiled throughout the sea
son) who have not yet qualified 

by any other means earn invita
tions as well. 

1997 Qualifiers and Grand 
Prix Tournaments 
Qualifier tournaments and 
Grand Prix events take place in 
dozens of locations worldwide, 

7 0  OCTOBER 1997 T H E  D U E L I ST  



tion were the newsgroups where the very 
latest developments on the Magic scene 
were discussed in detail. 

With all t his new information at our 
disposal, Nguyen and I started con
structing decks and making changes to 
our liking. We constructed five decks 
each, and every weekend we pitted them 
against each other. This ensured that 
those performing the best did so against 
a variety of deck types. 

Satisfied with our preparation, we 
entered the 1996 Regionals, knowing that 
die Top 16 qualified for the Nationals. 
Nguyen elected to play the Necrodeck, 
which perfo rmed the best in playtesting, 
even though it contained only one 
Necropotence. I thought playing Necro 
was a bit risk}', so I opted for a conserva
tive white/green Erhnageddon deck. I 
judged this would put me in the Top 16, 
even though it wasn't the best deck in 
playtesting. It was good enough, even 
though it only had one Armageddon. 
Nguyen en ded up placing second and I 
finished fourth, so we both qualified. 

Alliances had just come out and would 
be incorporated into the Standard (Type 
II) format in time for the Nationals. 
Unfortunately, we had only a couple of 
boxes between us, and we didn't have an 
Alliances card list, so we decided to 
playtest with just the cards we had. After 
rigorous testing, the Necrodeck came out 
on top again, but our version was a little 
different: it had no Nevinyrrals Disks 
and just one Necropotence. The deck 

also had Strip Mines, Icequakes, and 
Lodestone Baubles. We included four 
copies of Animate* Dead because we 
found that it was a mana-efificient and 
effective card when used with Hymn to 
Tourach and Terror. 

First Trials 
Finally the '96 Nationals arrived, and 
Nguyen and I cruised through the first 
four rounds undefeated. My most mem
orable game was against Craig Shepard, 
who was playing red-green land destruc
tion with Orggs, Johtull Wurms, 
Erhnam Djinns, and Storm Seekers. It 
was unfortunate for him that I was play
ing Lodestone Baubles in the main deck, 
but he won the first game after playing 
two Storm Seekers in response to my 
reluctant casting of Necropotence. 
Before tire second game, I sideboarded in 
my Disks because he had big creatures 
and Icy Manipulators. After the game 
stalled for a while, I finally used the Disk 
while my hand was full of Terrors and 
Animate Deads, and he cast two Orggs 
and two Johtull Wurms. In response I 
Terrored three times, used Drain Life 
once, and then Animated three of his 
dead creatures, winning that game and 
going on to win the next. 

In the sixth round I came up against a 
deck I'd never seen before, the best anti-
Necrodeck of all: the infamous Turbo-
Stasis. I got ray opponent down to 1 or 2 
life before he got the lock, winning 2-1 
against me. Now Nguyen and I both 

needed to win our seventh round to 
progress to the Top 8. Unfortunately, 
Nguyen was matched up against my pre
vious opponent and lost. I, however, won 
and eventually placed second in the tour
nament. I was on my way to Seatde—and 
die 1996 World Championships. 

I didn't do too much playtesting in 
preparation, but focused more on the 
metagame. Discussion on the news
groups was centered on the domination 
of Necro at the U.S. Nationals, and it 
seemed that the Worlds would certainly 
be a Necro-fest. With that in mind, and 
considering the emergence of good anti-
Necrodecks like Turbo-Stasis and 

: -

George Baxter's Song deck, I decided to 
play a simple deck instead. That way, I 
wouldn't have to make any crucial deci
sions, hence reducing the number of mis
takes I might make. 

The white weenie was a good solid 
performer in playtesting, capable of win
ning at least forty-five percent of the 
time against every deck. Its biggest 
weakness was a deck with four Icy 
Manipulators and four Serrated Arrows, 
but it did all right after sideboarding in 
four Divine Offerings. Big creatures 
were also a problem, so the main deck 
had four Swords to Plowshares and one 
Reprisal, plus another Reprisal and one 
Exile in the sideboard. The deck was very 
consistent, making luck a smaller factor. 

The night before I left for the World 
Championships, Nguyen called to wish 
me luck. Interestingly enough, he even 

immediately preceding each Pro 
Tour stop. The Grand Prix tour
naments make up an interna
tional circuit of large-scale 
"Super Qualifiers" featuring cash 
prizes and multiple invitations 
to the Magic Pro Tour. Top fin
ishers at Qualifier tournaments 
and the Top 8 finishers at each 
Grand Prix event are invited to 
compete in the next Pro Tour 
event. The following Grand Prix 
tournaments fed into Pro Tour 
events affecting this year's 
World Championships: 
Amsterdam, Netherlands 

March 22-23, 1997 
Prize purse: Si0,000 

Washington, D.C. 
April 26-27, 1997 
Prize purse: S10,000 

Barcelona, Spain 
May 3-4, 1997 
Prize purse: Si0,000 

Tokyo, Japan 
May 3-4, 1997 
Prize purse: $10,000 

The $10,000 purse for each 
Grand Prix event is distributed 
as follows among the Top 32 
finishers: champion, $1,700; 
finalist; $1,200; semifinalists, 
$600; quarterfinalists, $375 
each; 9th-16th, $250; and 
17th-32nd, $150. 

DCI Invitees 
Top-ranked members of the DCI 
are invited to compete in many 
events throughout the tourna
ment season. Invitations are 
based on whatever tournament 

format is being conducted (such 
as Classic, Standard, and Sealed 
Deck). For example, the Top 25 
Sealed-Deck players would be 
invited to a Limited format com
petition. The Top 10 DCI-ranked 

players, who haven't already 
qualified for the World Champi
onships via another avenue, are 
also invited to compete. 

1997 Regional Champion
ships (May 24-25) 
Magic Regional Champi
onships took place in the U.S. 
and in select countries around 
the world. The U.S. Regional 
Championships were held 
May 24-25 in the following 
cities: Anchorage, AK; Atlanta, 
GA; Baltimore, MD; Boston, 
MA; Chicago, IL; Dallas, TX; 
Denver, CO; Honolulu, HI; 
Kansas City, KS; Los Angeles, 
CA; Minneapolis, MN; Moun
tain Valley, CA; New York, NY; 
Orlando, FL; Phoenix, AZ; 
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joked that I would meet Mark Justice in 
die finals and beat him. Who'd have 
thought it would actually happen? 

Formats for the World Championships 
included Standard, Classic-Restricted 
(Type 1.5), and Limited (Booster Draft). 
There would be six rounds for each 
event, and to qualify for the Top 8, you 
had to win at least fourteen out of the 
eighteen matches. 

I arrived with a good Standard deck, 
110 Classic-Restricted deck, and only 
minimal drafting experience. The only 
thing I remember drafting in the Lim
ited event was a Fireball, but I posted a 
record of 4-2 for the day, which I was 
very happy about. I decided to play my 
Standard deck in the Classic-Restricted 
event, with a few minor alterations on 
the advice of the other team members. 

By the fifth round of the Standard 
event, 1 was 4-1, having lost to a red land-
destruction deck, and was matched up 
against Sweden's Leon Lindback in the 
sixth round. He was playing a red-black 
deck with Hypnotic Specters, twelve 
Knights, and lots of direct damage. It was a 
bad matchup for me because he could kill 
my Knights, but I co uldn't touch his. All 
our games went by very quickly, and he 
won the first one easily. The second duel 
was very close: I won with 2 life left. In 
the third game he had a Dystopia eating 

my Knights and I had to draw a Disen 
chant to win, which luckily I did. 

Restricted Opportunities 
1 needed to post a 5—1 record in the Classic-
Restricted event to make the 1 op 8, but I 
didn't think I could do it; there were just 
too many cards in that environment that 
hurt a white-weenie deck. Because land 
destruction was prevalent, I added Lode-
stone Baubles, Preachers, and an Army 
of Allah. 

In my first match I lost to an opponent 
who must have really despised white 
weenie, because his deck and sideboard 
had four Glooms, four Dystopias, and 
four Serrated Arrows. It was just too 
much for my deck, which cried for mercy. 
I couldn't afford to lose another. Fortu
nately, I won my second match after 
stealing an Erhnam with my Preacher, 
and took the third and fourth matches 
with Serra Angels. 

In the fifth round I played California's 
Mark Chalice in three drawn-out games, 
the closest match of the tournament for 
me. In the first game he played Storm-
bind earlv and pretty much sat back 
behind his hand of seven cards. He just 
used all my creatures as target practice, 
occasionally burning me when there 
were no creatures and his hand was full. 
The only things he counterspelled were 
my Disenchants, and eventually he wore 
me down. I sideboarded in Arenson's 

Auras for the second game. Again ire cast 

a third-turn Stormbind and used Force 
of Will when I attempted to Disenchant 
it. This time I just tried to fill my hand 
with creatures. Since I wasn't doing any
thing, Chalice played two Mana Crypts 
and a Jayemdae Tome. Seeing my 
chance, I cast as many creatures as 1 
could, and won before he could get rid of 
them all. In the latter stages of die third 
game, I got rid of the Stormbind and 
then cast a Serra Angel. But Chalice used 
Control Magic on the Serra and started 
pounding me with it. On the last possible 
turn, I drew a Disenchant to win. I went 
on to win the sixth match, |t one point 
saving myself by using an Army of Allah 
on my opponent's Kird Ape and then 
removing it with Reprisal. 

The Final Journey 
I couldn't believe I'd made it into the Top 
8. My first match was against Kansas 
City's Matthew Place, who I consider to 
be one of the best Magic players around. 
I got him down to 1 life in the opener, but 
he asserted control, and three Armagcd-
dons later, he'd won. The only effective 
creatures he had against my deck were 
Erhnam Djinns, but I sideboarded in the 
extra Reprisal and Exile, as well as four 
Divine Offerings, for the second game. 
Every time he played leys, Arrows, or 
Erhnams, I was ready, and 1 went on to 
win the second and third games. 

Road to the Top continued 

Pittsburgh, PA; and Seattle, 
WA. The Top 8 finishers in 
each region were then invited 
to compete in the U.S. Nation
als. Other countries that 
hosted Regional competitions 
this year included Australia, 
Belgium, Denmark, France, 
Germany, Japan, Mexico, and 
New Zealand. 

1997 Worldwide National 
Championships (April-July) 
The 1997 Magic: The Gath
ering National Champi
onships took place in 
thirty-seven countries from 
April through July. The Top 4 
finishers from each Nationals 
tournament are invited to 
Worlds. The U.S. Nationals, 
the last of the competitions 
conducted, were held July 
17-20 at Origins '97 Interna
tional Game Expo & Fair in 
Columbus, Ohio. (Results 
were not available at press 
time, but will be featured in 
the Duelist Sideboard #8.) 

Other countries that hosted 
individual Magic National 
Championships this year 
included (in alphabetical order): 

Argentina, Australia, Austria, 
Belgium, Bolivia, Brazil, Canada, 
Croatia, The Czech Republic, 
Denmark, England, Finland, 
France, Germany, Greece, Hong 
Kong, Hungary, Iceland, Indone
sia, Ireland, Israel, Italy, Japan, 
Mexico, Netherlands, New 
Zealand, Norway, Philippines, 
Poland, Portugal, Singapore, 

Slovakia, South Korea, Spain, 
Sweden, Switzerland, Taiwan, 
and the United Kingdom. 

1997 World Championships 
(August 12-17, Seattle, WA) 
The 1997 Magic: The Gathering 
World Championships (individ
ual and team tournaments) will 
once again mark the high point 
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I had the upper hand against Henry 
Stern of Los Angeles in the semifinals, 
because he only had four Knights in his 
Necrodeck. The first and second games 
w ent mv wa y when lie had mana prob
lems, but the third game was much 
closer. Stern had a Dystopia that was eat
ing away my offense, but I managed to 
squeeze enough creatures into play to 
prevail. He couldn't pay the upkeep for 
Dystopia forever and eventually lost. 

I w ould play Markjustice in the finals. 
That part of Nguyen's prediction had 
come true , but was he right about me 
winning? 

Justice ha d only five Knights in his 
Necrodeck, and he was swamped by too 
many of my Knights in the first game. It 
was the second game that was most excit
ing. 1 had serious mana problems after 
losing two plains to Strip Mines. Justice 
had two Black Knights out, while I stood at 
1 life with a Mishra's Factory and a 
Zuran Orb in play and a Ba lance in my 
hand. I played a St rip Mine, and Justice 
attacked with his two Knights. I ani
mated the F actory with the Strip Mine, 
sacrificed the Strip Mine to the Zuran 
Orb for 2 life, blocked a Black Knight, 
and tapped th e Factory to give it +1/+1 
and to keep myself alive. On my next 
turn I drew anoth er Strip Mine and the 
same thing happened again. Then I drew 
the plains I had been waiting for and cast 
Balance. In response, Justice cast 
Demonic Consultation twice for two 

Dark Rituals. Unfortunately for him, 
that left him with only four cards in his 
library, and he couldn't pull off a win. 
The third game ended quickly, with Jus
tice mana-hosed. 

Glory Days 
So there I was—the World Champion of 
Magic: The Gathering. I felt sort of 
removed, like I had no worries at all, hav
ing already experienced the initial 
euphoria when I made it to the Top 8. 
My teammates were happy that I had 
won, but I think they were even happier 
that I bought dinner for the next couple 
of nights as a celebration. Back in Aus
tralia, my local Magic community 
greeted me with cheers. I think this was 
mostly because they were proud that it 
was an Australian who had won the 
World Championship. 

Since then I've only played in about 
eight tournaments, winning three and 
placing in some others, including 50th 
and 36th at two Pro Tour events (Atlanta 
and Dallas, respectively). Unfortunately, 
I've missed three Pro Tours and haven't 
competed in a tournament since going to 
Hong Kong to play in the Duelist Invita
tional—mainly because of school com
mitments—but I playtest with Nguyen 
on a regular basis. 

People always ask me if other Magic 
players treat me differently now. Actu
ally, after the dust settled, they treated 
me the way they treated me before the 
Worlds—because even though the expe
rience was wonderful, it didn't change 
who I was. 

This year's Worlds, which is being held 
at Wizards of the Coasts new Game 
Center, should prove to be exciting too. 
The card mix ensures a great diversity of 
strong deck types without one that dom
inates. There will be a heavy emphasis on 
creature decks, with no broken cards in 
the mix (good job, DCI!). I'm expecting 
the competition to be much better this 
year, with more Pro Tour champs and 
more countries competing. I have the 
feeling that getting into the Top 16 is 
going to be like trying to buy a Black 
Lotus for a hundred dollars. My goal is to 
do both. & 

Twenty-year-old Tom Chanpbeng is about as 
modest as they come. You can read more about 
him in "About Our Contributors'on page 8. 

of another successful and com
petitive tournament season for 
Magic players around the globe. 
This year's competitions will be 
held August 12-17 at the newly 
christened Wizards of the Coast 
Game Center in Seattle's Univer
sity District. The overall prize 
purse is $250,000. (The Top 4 
place-finishers from last year's 
individual World C hampionships 
also earned automatic invites to 
this year's Worlds.) 

This year's individual champi
onships will test each player's 
mettle with a variety of formats, 
including: Limited (Rochester 
Draft: Mirage-Visions-Weather-
Hght), August 13; Standard 
(Type II) Constructed, August 
14; and Extended Constructed 
(new DCI format), August 15. 

The payout breakdown is as 
follows: $34,000, champion; 
$22,000, finalist; $12,000, semi-
finalists; $8,000, quarterfinalists; 
$4,200,9th-16th; $2,400, 
17th-32nd; and $500, 
33rd-64th. Following the first 
three days of intense competi
tion, the individual finals will be 
held Sunday, August 17, starting 
at 9 A.M., in Standard format. 

The team competition will be 
held on Saturday, August 16, 
starting at 9 A,M. The Top 4 fin
ishers from each country's 
National Championships (com
peting as a team), will play in 
a Limited environment (Fifth 
Edition-Weatherlight) and com
pete for cash prizes totaling 
$50,000. The payout is as fol
lows: $22,000, championship 

team; $12,000, finalist team; 
$8,000, semifinalist teams. 

There will also be a variety of 
side events taking place during 
"World Championships Week" at 
the Wizards Game Center. Start
ing on Monday, August 11, and 

running through Sunday, August 
17, Magic tournaments of every 
conceivable combination and 
format will be held for anyone 
who'd like to partake. Come 
one, come all, just come to play 
Magic. —compiled by Terry Melia 
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B£MUM9£E 
1 NAME TOTALl 

• DARWIN KASTLE. USA 45 

• JOHN YOO. USA 45 

• MICHAEL LONG. USA 44 

• TERRY BORER. CANADA 43 

• JASON ZILA. USA 39 

• TOMMI HOVI. FINLAND 36 

• MARK JUSTICE, USA 36 

• PAUL MCCABE. CANADA 32 

• FRANK ADLER, GERMANY 30 

• CHRIS PIKULA, USA 30 

• BRIAN HACKER. USA 26 

• DAVID MILLS. USA 26 

• ALAN COMER. USA 25 

• IVAN STANOEV.THE CZECH REPUBLIC 25 

• AARON MURANAKA. USA 20 

• HENNING RIMKUS. GERMANY 20 

• GABRIEL TSANG, CANADA 20 

• JEROEN WEYDEN.THE NETHERLANDS 20 
17 

*1 

(JoiirS TO 
1998 Duelist 
Invitational 
Balloting 
Kicks Off! 

• BRIAN WEISSMAN. USA 

• TRUC BUI, USA 14 

• JOHN CHINNOCK, USA 14 

• JOHN IMMORDINO, USA 14 

• GEORGE BAXTER, USA 13 

• PAUL FERKER. USA 13 

• MATTHEW VIENNEAU, CANADA 13 

• OLLE RADE, SWEDEN 12 

• MICHAEL PUSTILNIK, USA 1 1 

J STURLA BINGEN. NORWAY 10 

• JASON GORDON, USA 10 
• ROBERT THORNBURG. USA 10 
• PEER KROGER. GERMANY 10 

• PATRICK CHAPIN, USA 10 

• BEN POSSEMIERS, BELGIUM 10 

• JON FINKEL, USA 8 

J WORTH WOLLPERT, USA 8 

• MARCEL BARAN, GERMANY 7 

• JAKUB SLEMR.THE CZECH REPUBLIC 7 

• DAVID BACHMANN, USA 6 
• DENNIS BENTLEY, USA 6 
• DONALD GALLITZ, USA 6 
• DAVID HUMPHERYS, USA 6 
• ANDRE KONSTANCZER, GERMANY 6 
• PETER LEIHER, USA 6 
• IGOR FRAYMAN. USA 5 
• FRANK GILSON, USA 5 
• ARTO HILTUNEN. FINLAND 5 
• OLIVER KREBS, GERMANY 5 
J ANDREW NISHIOKA. USA 5 
• MATT PLACE. USA 5 
• NATHAN RUSSELL.AUSTRALIA 5 
• JON SASO. USA 5 

• KURT BURGNER, USA 

• BRYCE CURRENCE, USA 4 
• SCOTT JOHNS. USA 4 
• MARK LE PINE, USA 4 
3 MICHAEL LOCONTO. USA 4 
• STEVEN O'MAHONEY-SCHWARTZ. USA 4 
• STEVEN PARKS, USA 4 
• MACKENZIE PATTERSON JR., USA 

The time has come for Duelist and Duelist 
Sideboard readers to nominate candidates 

for the 1998 Duelist Invitational. This is the 

tournament in which sixteen of the best 

Magic players in the world gather to battle in various play 

formats: the ultimate test of strategy and skill. 1 he sec

ond annual Duelist Invitational will take place in Rio de 

Janeiro January 29 through February 1,1998. 
Players listed on the ballot have each earned at least 

four Pro Tour player points during the 1996-97 Pro Tour 

season (point totals reflect results through June's Pro 

Tour-New York). 

The sixteen participants at last year's Duelist Invita

tional (won by Sweden's Olle Rade) were selected by their 

peers at the 1996 Magic World Championships, and by a 

panel of qualified judges. This time around, selections will 

be made according to these ballots, as well as nominations 

made by the competitors at this year's Magic World 

Championships in Seattle in August. 

One lucky respondent and a guest will be flown to Rio 

to witness the blow-by-blow action at this exciting event. 

Watch for upcoming contest information to enter. 

• JOHN PENNOCK, USA 4 
• PETER RADONJIC. CANADA 4 
• HAMMER REGNIER, USA 4 
• MICHAEL SOCHON, FRANCE 4 
• ERIC TAM, CANADA 4 
• JOSEPH TAN, AUSTRALIA 4 
• TOSHIKITSUKAMOTO, JAPAN 4 

• JOE WEBER, USA 4 
• DAVID FERGUSON. USA 4 

• CORY FERGUSON, USA 4 
• KURT FOKET, BELGIUM 4 
• JONAS STRANDBERG, SWEDEN 4 

• M.J. SHEEHAN, USA 4 
• TOMI WALAMIES, FINLAND 4 

• RAY DE GUZMAN, USA 4 

Indicate (with a check mark) your sixteen selections, 
then mail your ballot to: Duelist Invitational Picks, do 
The Duelist, P.O. Box 707, Renton, WA 980 57. Photo
copies of this page are acceptable. Selections may also 
be sent electronically to: <duelist@wizards.com>.The 
deadline for all ballots is August 30, 1997. Limit one 
entry per person. 

WRITE-IN C ANDIDATES (FO R A NY L OCAL F AVORITES): 

• 
• • t T W 



NEW!! Red Shield Deck Protectors 

"The use of protective gaming sleeves is dependent upon current sanctioning body rulings. 

For the Nearest Distributor Contact: 

nbrandt 6049 slausonAve- * Commerce. CA 90040 • (213) 725-1975 • Fa: 
visit our web site: www.ultrapro - storage, com 



MIND IF WE ASK 
A FEW QUESTIONS?. 

You're 
a judge. 

A goo< 
judge 

and you walk a 
The DCI™ Judge Certification p 

would like to give you some 
Learn the finer points of judging from the 

Not just how to interpret the rules, but how to 
rulings, in a way that players will understand. You will be given 

a written exam, and then you will be trained and evaluated 
by a top-ranked DCI judge to make it official. Sound good? 

DCI-certified judges receive: Oracle: a complete list of a ' 
cards and rulings, the Judges Quarterly newsletter, ai 

membership card and certificate, access to 
email list, official support from Wizards 

and, of course, tf 

You're a Mi 

You need to be 
certified with the DCI 
by September 1997 to 
keep judging sanctioned 
tournaments in your area 
Call Wizards of the Coast© customer service at (206) 624-0933 (8 A.M.-9 PM„ Monday-Saturday) or email <custservgTvizards.com> to get the inside scoof 

WIZARDS OF THE COAST, M agic: The Gathering, and DCI are trademarks of Wizards of the Coast, Inc. ©1997 Wizards of the Coast. Inc. All rights reservec 
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If ast issue's column looked at the recent proliferation of design stu
dios: small companies, often former publishers themselves, that con
tract to design card games for larger publishers. Studios have 
multiplied in many creative fields, including comics and computer 
games. In adventure gaming, two main factors have driven the trend: 
distribution and rising production costs. 

In the wake of 1995 s financial euphoria and 1996 s inevitable eco
nomic collapse, distributors have pruned their operations to concen
trate on proven sellers. This reluctance to order new items has formed 
a unite d front against small publishers, and overcoming such short
sighted strategy requires a major license or marketing push. Which 
brings us to costs. To produce a competitive trading card game in 
todays market requires $100,000—and up! 

"It's expensive to do it yourself," said Fleer/SkyBox s Steve Domzal-
ski. The Fleer/Skybox card game department (which includes only 
Domzalski and Ron Perazza) can't wholly devote itself to design 
"because there's all this other stuff on your mind"—marketing, retail 
and customer support, tournaments, and so on. "It's better to create an 
editorial spec and give the assignment to someone who can focus one 
hundred percent on the game," Domzalski said. 

But the publisher-studio relationship has its own problems. Dave 
Hewitt of Precedence says: "The biggest problem is figuring out 
exacdy who is doing what, where each responsibility lies." For 
instance, HarperPrism is marketing the Aliens/Predator game, but 
Precedence needs Harper's promotional artwork to do magazine pub

licity. Hewitt said the design progressed "very smoothly" after Precedence consoli
dated everyone s ideas about the game, but that "there's a lot more work involved 
than most people realize." 

Imagine a trading card game about the process of creating a hit trading card 
game. The studio system would be its latest expansion: change the basic rules a bit, 
add some new issues, and once again, raise the stakes of victory. 

Some of the studios involved in this trend include NXT Games (which 
designed X-Files for USPC), Alderac (Legend of the Five Rings and Doomtown, 
the Deadlands card game, for Five Rings Publishing), Last Unicorn Games (Dune 
W F'Ve Mag Force 7 (StarTrek: The Card Game for Fleer/SkyBox), and 

st recently Precedence (Aliens/Predator for HarperPrism) and Mayfair Games 
(now a board game studio owned by Iron Crown Enterprises). 

n 

liens/Predator (HarperPrism, 
New York City): Due in August, the 
basic game with 350-plus cards 

(three rarities) is sold in three "stacked" starters 
(fifty fixed cards, ten random uncommons and 
rares, $8.95) keyed to Alien, Predator, and 
Marine players, and in fifteen-card boosters 
($2.95). Most of the popular characters from 
the Alien movies, including Ripley, appear on 
the photo-illustrated cards. The design, by 
John Myler, Dave Hewitt, Ron Ackels, and 
Paul Brown, is scenario-based to allow "what 
if?" games using characters from different 
times. Early next year Precedence hopes to 
release an expansion based on the forthcoming 
Alien Resurrection movie, <www.harperprism.com/ccg> 

SI Dune (Last Unicorn Games, Harrisburg, 
PA/Five Rings Publishing Group, Bellevue, 
WA): The 300-card basic game, Eye of the 
Storm, will ship in July in the format made 
familiar by Legend of the Five Rings: six 
stacked starters ($8.99, half fixed, half random) 
keyed to Dune's six political factions, and fif
teen-card boosters ($2.99). The first expansion, 
concerning the Fremen, will ship in October. 
<monomyth@aol.com>; < 15r@frpg.com> 

S! Galactic Empires (Companion Games, 
Stamford, NY): In May, Companion Games 
entered Chapter 7 bankruptcy. "Regrettably, we 
cannot produce any further products, make 
payments or refunds of any kind without court 
approval," says Companion Games spokesman 
Carl Schulte. At press time Schulte hoped 
another company, Component Game Systems, 
would buy Companion Games and continue 
support for Galactic Empires. < comganws@aol.com> 

SB Knightmare Chess (Steve Jackson 
Games, Austin, TX): SJG plans a December 
release for a stand-alone compatible eighty-
card expansion, creatively tided Series 2 
(as distinct from the original game s June 
second edition). European painter Rogeno 
Vilela returns as artist. <sjgames@io.com>; 
<io.com/sjgames/> 
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[continued] 
S Legend of the Five Rings (Five 
Rings): Due about now, the deluxe Obsid
ian (third) Edition features starter sets 
including sixty cards, a booster pack, twenty 
glass counters, and an expanded rulebook 
for $9.99. This edition changes all flavor 
text and some artwork, and replaces the 
Imperial Edition's six Ancestral Armor 
cards with new Clan Banners. The conclud
ing Time of the Void expansion (August) has 
been reduced from 300 to 160 cards, and 
from twelve to two starters (splinter Scor
pion and Lion factions); starters are $7.99, 
eleven-card boosters $1.99. Starting in 
October, the prequel Scorpion Clan Coup 
will debut; 5R will release fifty to sixty 
cards each month for three months. 
<l5r@frpg.com>; <www.frpg.com> 

5 Middle-Earthi The Wizards (Iron 
Crown Enterprises, Charlottesville, VA): 
The 160-plus-card expansion Against the 
Shadow, supplementing the Lidless Eye 
stand-alone set, will appear in August. Sold 
in twelve-card boosters ($3.25) that include 
two rares, the set will introduce company vs. 
company combat (heroes vs. minions) and 
new "White hazards" (the nine Wizards and 
elf-lords as creature cards that present per
manent hazards to Ringwraith parties). This 
summer a forty-eight page Casual Compan
ion guide, edited by Karina Swanberg, offers 
fun non-tournament deck ideas. In fall The 
White Hand, an expansion with around 100 
cards, will let players become neutral (cor
rupted) Wizards who can use both Wizard 
and Ringwraith resources. ICE is planning a 
Middle-Earth gift set with simplified rules, 
a map, and counters. Qualifier tournaments 
at Origins and Gen Con will culminate in 
Octobers North American championship 
and February's world championship. 
< ice @ ironcrown.com >; < www.ironcrown.com > 

Mythos (Chaosium, Oakland, CA): 
New Aeon, the stand-alone modern-era 
expansion due in August, senses the '90s 
Zeitgeist by including conspiracy elements 
like Men in Black, UFOs, Grays, and Crop 
Circles. Gameplay involves using monsters 
as allies or allies as monsters. New Investi
gators include five monsters—the human 
Overworked Computer Programmer, for 

instance, is backed by an Overworked Deep 
One. Sixty-card starters are $8.95, thirteen-
card boosters $2.95. The strategy guide has 
been delayed until spring. A spring stand
alone set, Ends of the Earth, covers the 
South Pacific, Antarctica, and other remote 
Lovecraftian locales. <chaosium@chaosium.com>; 
<www.sirius.com/~chaosium/chaosium.html> 

S Star Trek: The Card Game 
(Fleer/SkyBox): The Alien Encounters set has 
been postponed but may still appear this year. 

3 O verPower (Fleer/SkyBox, New York 
City): A Classic OverPower expansion, due in 
September, covers older Marvel characters 
like Dracula, Black Panther, Ka-Zar, and 
Baron Mordo, and variant versions of current 
heroes (the gray Hulk, black-suited Spider-
Man, Iron Man's original armor, etc.). Sold 
in fifteen-card boosters ($2.95), the set intro
duces "Tactics Artifacts," powerful devices 
that characters can give each other (Cosmic 
Control Rod, Adamantium Shield, Ultimate 
Nullifier). Image OverPower will ship in 
November. At press time Fleer/SkyBox was 
apparently to be spun off from its troubled 
parent company, Marvel Entertainment 
Group, but this should not affect Fleer's 
release schedule. <fcnetiep@aol.com> 

p r e v i e w s  
(Precedence, Tempe, AZ): 

Precedence (Gridiron, Aliens/Predator) 
has licensed card game rights to the 
Warner science fiction TV series. Prece
dence producer Paul Brown calls Baby
lon 5 "the perfect candidate for a 
collectible card game—a rich universe 
with military, diplomatic, and social 
interaction, and a huge image library." 
The card game, which is not related to 
the recent Chameleon Eclectic Babylon 
Project RPG, will be closely modeled 
after the show. Players can pick any 
timeframe from the show's development 
for their games. Brown hopes for a 
November release of the initial set. 

|g (Five Rings Publishing Group): 
As announced last issue, White Wolf's 
Werewolf-based card game has been 
licensed to Five Rings. The new edition, 
compatible with existing cards, retains 
most of the existing design but changes 

Si Star Trek CCG (Decipher, Norfolk, 
VA): The First Contact expansion has 
been pushed back to August (nine-card 
boosters, $2.50). Along with many Borg 
affiliation cards, the set includes Zephraim 
Cochran, the Enterprise-E, and other 
notables from last year's movie. The long-
planned Holodeck Adventures set is being 
replaced by a fall expansion that makes 
combat more frequent and unpredictable. 
The Trek world championship will take 
place October 26-27 in the Space Quest 
casino of the Las Vegas Hilton. <DCust-
Serve @ decipher.com >; <www.deapher.com> 

58 Star Wars CCG (Decipher): Cloud 
City, due in September, will cover the final 
third of The Empire Strikes Back. Players can 
put a price on an enemy character's head 
and send bounty hunters to collect it. The 
180-card set (fifty common, fifty uncom
mon, and eighty Rl rare) sells in nine-card 
boosters ($2.50). <www.decipher.com> B 

details like simultaneous card play. 
Starting in September, 5R will release 
sixty new Rage cards every month for 
nine months, telling an ongoing story 
approved by White Wolf. Set in Las 
Vegas and the Southwest, the story 
involves Wyrm activity at Hoover Dam 
("center of all weirdness"), a nuclear 
testing site, Area 51, and even a time-
travel flashback to the new Werewolf: 
The Wild West RPG. 

Each month will bring two new 
starter decks (each keyed to a Tribe or 
Wyrm faction and half fixed in Legend 
of the Five Rings fashion) plus boosters 
(size undetermined at press time). All 
cards are equally common. "We're going 
to make the Five Rings Rage," said 5R's 
Daniel Landers, "but make it as true to 
the White Wolf Rage as possible, 
because we don't want to alienate the 
audience." The Project Twilight expan
sion that White Wolf had planned 
before canceling its card lines will not 
appear. <I5r@fqjg.com>; <www.frpg.com> 
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expansion now!!!!! 

1-888-8IGUANAS 
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TOURNAMENTS IGUANA'S INCREDIBLE 
CHICAGO PRO TOUR 

QUALIFIER 
SATURDAY AUGUST 30, 1997 

JUNIOR TOURNAMENT 
SUPERSERIES 

SATURDAY AUGUST 30, 1997 
One of about 20 locations 
where this tournament is 
being held nationwide 
Registration - 8:30 AM 
Tournament begins at 11AM 
Prices TBA 

constructed 
Registration - 8:3Q AM 
Tournament begins at 10AM 
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Call Iguana's toll free order hot
line to be one of the first to 

receive Tempest for a big 
pre-order discount. 

SPECIALS OF THE MONTH 
Candelabra of Tawnos $24 
Argivian Archeologist $19 
Mana Crypt $13 
Iff-Biff Efreet $24 
Acid Rain $16 
Eureka $21 
Living Plane $19 
Khabal Ghoul $27 
Homelands Box $37 
5 Random Dual Lands (Lt. Play) $37.50 

ials are good through September 15, 
mmmtKKKmBBBKBs 

1997 or until supplies last 

Call 319-338-0086 
to register 

~  - - - - - -  v " » 1 '  V  » *» # • . • *  i v u  TLnvE v v i i n  iuuhna : 
deceive one randomly chosen Antiquities card FREE with every singles order. 

VISIT THE MOST POPULAR MAGIC RETAILER ON THE WEB 
http://www.iguanas-cbc.com • Email: cards@iguanas-cbc.com 

IGUANA'S SPECIALIZES IN INTERNATIONAL SERVICE TO IAPAN, EUROPE, SOUTH AMERICA AND ANYWHERE ELSE YOU WANT 
CARDS SHIPPED-WE OFFER EASY, QUICK AND PRICE EFFECTIVE SHIPPING SO YOU CAN GET YOUR MAGIC AT THE LOWEST 

POSSIBLE PRICES USUALLY WITHIN 72 HOURS OF ORDERING. CALL, FAX OR EMAIL US TO PLACE YOUR ORDER TODAY. 

FOR ORDERS ONLY 1-888-8IGUANAS TO ORDER CATALOG CALL 319-338-0086 

•

iGv^'s GcywiC cookrc^fE 
lr 123 N. Linn St, #1-A • Iowa City, IA 52245 • Phone: (319) 338-0086 Fax: (319) 338-1663 

Monday-Saturday 11-6 CST • Sunday 1-4 CST 
VISIT OUR 1,500-SQUARE-FOOT MEGASTORE JUST MINUTES OFF 1-80. 



The Duelist advertisers are your 
best sourc e for information about 
their products and services. To get 
more information about any prod
uct or service; simply tear o ut the 
card, circle the number on the card 
that corresponds with the adver
tisement; stamp it, and drop it in 
the mail. Best of all, it's free. So 
start gathering the information 
you want and need to stay on top 
of your game! 

For information about advertising in 
The Duelist and participating in the 

reader service program| contact: 

P.O. Box 707 • Renton, WA 98057-0707 

Tel: (425) 204-7262 Fax: (425) 204-5928 

To subscribe, ca ll 
Mon-Fri, 8:30-5:00 (PST) 

(800) 395-7760 

Wfzards 
or i ii t: c o a s  i 

® denotes a registered trademark and ™ denotes a trademark owned either by Wizards of 

the Coast. Inc., or by others. Most product names are trademarks owned by the compa

nies that publish those products. Use of the name of any product without mention of 
trademark status should not be construed as a challenge to such status. Wizards of the 
Coast is a registered trademark. The Duelist is a trademark of Wizards of the Coast, Inc. 
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puEusr 
Do us a favor 
and you could win a 

Duelist International 
Booster Subscription 
—forfree! 

Rate Our Magazine (5=excellent, 1=terrible) 

How do you rate this issue of The Duelist" overall? 5D AO 3D 2D t o  
How do you rate the articles overall? 5D AO 3D 2D 1D 
How do you rate the art/layout overall? 5D AO 3D 2 0  t o  
List and rate your most favorite articles: 

sn AO 3D 2D 1D 
sn 4D 3D 2D 1D 
sn AO 3D 2D in 

List and rate your least favorite articles: 

sn AO 3D 2D 1D 
sn 4D 3D 2D 1D 
5n AO 3D 2D 1D 

Comments: 

Concerning Magazines 
Which of the following magazines do you regularly read? (check all that apply) 
• Scrye 
• Inquest 
• Wizard 
• Dragon 
• GamePro 
• Computer Gaming World 
• Electronic Gaming Monthly 
• Sci-Fi Universe 

• Other 

• Home PC 
• Time 
• Sports Illustrated 
• People 
• Next Generation 
• Nintendo Power 
• Strategy Plus 
• InterAction 

• PC Gamer 
• PC World 
• PC Magazine 
G Playboy 
• Spin 
• Road & Track 
• Rolling Stone 
• Wired 

What is your favorite magazine?. 

• No 

• with MMX™ 

Concerning Home Computers 
Does your household own a PC? • Yes • No 
Is it Pentium?"" • Yes 
If yes, what speed is your computer? 
• 60-89 MHz • 90-120 MHz 
Is it an Apple? • Yes 

Do you own a CD ROM drive? • Yes 
Does your system have: (check all that apply) 

• sound card • speakers • video card 

• joy stick • game pad • 3-D accelerator 
Do you plan to upgrade or purchase a faster CPU in the next 3 months? • Yes 
Do you play PC games? DYes • No If so, list your 3 favorites: 

• 

• 133 +MHz 

• No 
• No 

• No 

Do you play video games? • Yes • No If so, list your 3 favorites: 

Tell Us About Yourself 
Name 

Address_ 

City State Zio 

Phone ( )_ 

I am: • male 

_Today!s date_ 

• 25-34 

• female 
• under 13 • 13-17 • 18-24 

• 35-44 • 45-55 • over 55 

My household income (or, if under 18, my family's income) before taxes is: 

• under $15,000 • $15,001-525,000 • $25,001 -$35,000 

• 535,001 -550,000 • $50,001 -575,000 • over 575,000 

Which Magic: The Gathering expansion was most current when you started playing? 
• Weatherlight ' 
• Fifth Edition 
• Visions 
• Mirage 
• Alliances 
• Homelands 
• Chronicles 

Jun '97 • Ice Age Jun '95 
Mar '97 • Fallen Empires Nov '94 
Feb '97 • The Dark Aug '94 
Oct'96 • Legends Jun '94 
Jun '96 • Antiquities Mar '94 
Oct '95 • Arabian Nights Dec '93 
Sep '95 • Alpha/Beta Aug '93 

How many Magic cards do you own? 
• Less than 500 • 501 -1500 
• 1501-3000 •3001-6000 • 6000+ 

• Yes, I'd be happy to have you contact me about my thoughts on The Duelist. 

Work/day phone ( ) Home phone ( ) 

Email address 

Complete the survey above and we'll 
enter you into a drawing for a D uelist 
International Booster Subscription. 
Two winners will receive a one-year sub
scription to The Duelist, plus boosters in 
every language from the Magic expan
sions released throughout the year. 
To enter, mail the survey (or a photo
copy of it) to: The Duelist, P.O. Box 707, 
Renton, WA 98057. 

READER SERVICE CARD 

Rembrandt, makers of Ultra PRO 
, products including Deck Protectors, 

Black Shield Deck Protectors and Magic: The Gathering 
gaming supplies wants to know... 

To receive free inf ormation about any product or service, simply 
tear out this card, select and circle at least one but no more 
than 20 numbers below that correspond with the advertise
ment, complete your name and address, and drop it in the mail. 

AD INDEX NUMBERS 
(circle to receive more information) 

1. Do you use UltraPRO Deck Protectors? 
2. Have you tried the new Black Shield Deck Protector? 
3. Would you like to see Deck Protectors in other colors? 
4. Do you use Magic: The Gathering Gaming Supplies 

from UltraPRO? 

5. Have you seen a Mirage or Weatherlight Collector's 
Set with a complete card collection inside the album? 

6. Are you having difficulty locating UltraPRO's 
Magic: The Gathering gaming supplies? 

YES NO 
• A • B 
• c • D 
• E OF 
• G • H 

• i • i 

IK DL 

1 9 17 25 33 41 49 57 

2 10 18 26 34 42 50 58 

3 11 19 27 35 43 51 59 

4 12 20 28 36 44 52 60 

5 13 21 29 37 45 53 61 

6 14 22 30 38 46 54 62 

7 15 23 31 39 47 55 63 

8 16 24 32 40 48 56 64 

NAME 

ADDRESS. 

CITY .STATE ZIP 

PHONE EMAIL 
Card must be returned by November 14,1997 
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Want to find out more about 
the products and services seen in 

The Duelist? 
Complete the reader service card 

here and you'll get all 
the information you need! 



CUT A GREAT DEAL AW 

Good for one FFVII t-shirt and $10 off single Sears Funtronics Dept. regular purchase price. Valid 
9/2/97 - 10/15/97 only. Offer not good on layaway balances, gift certificates or credit card payments. Not 

redeemable for cash. Not valid with any other coupons or offers. Limit one coupon per transaction, one per cus
tomer. Void where prohibited by law. Cash value 1/20C- © 1997 Sears, Roebuck ; 

your money back. 
ibuck and Co. Satisfaction guaranteed or 

Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment 
Inc. ©1997 Square Co., Ltd. All rights reserved. Final Fantasy and Squaresoft are registered trademarks of Square Co., Ltd. 



Chron Xi The Virtual 
Trading Card Game 

> by Wolfgang Baur 

nasty virus has rotted the 
minds of the Wizards 
R&D staff in the last few 
weeks. It's a new vice 
based on old principles: 
a trading card game 
called Chron X has 

arrived in Renton via the Net. Set in a 
familiar cyberpunk world, Chron X 
allows you to fight a war for global power 
using agents scattered around the world. 
Even better, it allows you to play a trad
ing card game against opponents who 
may be scattered just as far away. 

To start playing, just download the 
software from the Chron X website 
<www.geneticanomalies.com>. Give it 
some time, it's a big download. When 
you decompress the file, you've got the 
heart of the game. An FAQJist on the 
Genetic Anomalies Web page covers 

Genetic Anomalies 
Cambridge, MA 
PRESIDENT 
Shawn Broderick 

CHIEF DESIGNER 
George Moromis 

Michael Johnson 
IGINEERING 

David Margil 

Genetic Anomalies 
47 3rd Street, STE 200 
Cambridge, MA 02141 
(617) 374-7500 
email: <info@geneticanomalies.com> 
website: <www.geneticanomalies.com> 

most of the basic rules and ques
tions. In addition, the site provides 
a complete card list, covering the 
entire base set of200 cards. 

The game's art is striking. In 
the electronic format, you can 
view card art in a close-up that 
takes up a third of the screen. 
Relatively few stinkers crept 
into the set, and the art by 
Cortney Skinner, Omar 
Rayyan, and George 
Moromisato really stands 
out. Even the weakest art is 
no worse than early Magic 
art. Great, you're saying, but 
I'm a gamer, not an art critic, 
and I've seen plenty of decent-
looking games. The real ques
tion is "How does it play?" 

To get your feet wet, enter the 
"Play Trainer" mode from the 
main screen. This pits you against 
the computer on one of four possible 
maps: the Americas, Europe, Asia, or the 
world. While the Trainer mode isn't a 
very sophisticated opponent, it's enough 
to get started. The AI takes its turns 
quickly, and the game provides good 
built-in help. Just click on a card to find 
out what it does, or leave the cursor hov
ering over a card to reveal a help balloon. 

Your goal is to find and destroy enemy 
headquarters. To do so, you deploy Assets 
(creatures) that you put into play using 
Resources (mana) drawn from Bases 
(land). Your opponent's HQ_is in one of 
a dozen or more cities on the map. On 
the America map, for example, the cities 
range from Los Angeles to Sao Paulo. To 
find the HQi you move Assets from 
place to place, searching for (and attack
ing) Bases and other agents. But just 
because your opponent's Assets come 
looking for you doesn't mean you'll see 

them coming; Assets 
with high "Stealth" 

remain hidden from 
sight until they attack. 

Sound complicated 
yet? It's not, due to the 

familiarity of the basic 
rules, which are based on 

principles familiar to any 
seasoned card gamer. 

Attacking, blocking, enchant
ments, and casting cost are all 

treated exactly as in Magic, 
while Armor, mana, and dam
age resemble BattleTech. 
You'll see lots of familiar abil
ities as well, including first 
strike, regeneration, and 
cards that can be tapped 
for special effects. The 
basics of the game design 

don't break much new ground. 
But that doesn't mean that the rules 

are all familiar terrain. The Resources 
you gain from your Bases stay in a per
manent mana pool. Over a few turns, 
that can add up quickly to allow you to 
play high-cost cards early in the game. 
Assets can move from one location to 
another, tapping as they do so—but 
moving costs Resources. 

The largest difference is that you don't 
always see the cards your opponent has 
in play, as Assets have varying levels of 
Stealth and Perception. However, any of 
your Assets can be tapped to search a 
city. This action locates your opponent's 
Assets with Stealth equal to or less than 
the searching Asset's Perception value. In 
other words, finding a stealthy Asset is 
impossible if all you have are heavy-
footed goons. 

In addition, some Assets have heavy 
Armor which reduces an attack by half 
the Armor value (I don't know why they 
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didn't just halve the Armor value 
in the first place). Despite the 
existence of Armor, all attacks 
do a minimum of 1 point of 
damage. That damage is 
subtracted from an Asset's 
hit points and tracked by 
the computer. When hit 
points reach zero, the 
Asset dies and goes to 
the Body Bank. 

While a text description such as this 
makes the game sound slow or clunky, 
the gameplay is actually remarkably 
smooth. In fact, the Chron X game 
interface is nothing short of amazing. 
The programmers have taken full advan
tage of the online format. The game does 
all the record-keeping for you. It taps 
cards, tracks damage, increases Armor, 
deducts casting costs from your resource 
pool, determines random effects, and all 
so smoothly that you don't even notice it 
at first. Play the trainer a few times and 
you'll soon smooth out the wrinkles. 

While the Chron X trainer is good 
enough to show you the basics, it's not 
satisfying for long. Fortunately, Chron X 
has excellent online play. From the main 
screen, click on "Ranked Game" to play 
against a human opponent for points, or 
click on "Skill Test" to play just for fun. 
Skill tests are great for testing out new 
decks on a real player, while no record is 
kept of the result. 

To play for keeps and improve your 
rank, you must be a registered player. 
Registration costs S25 and includes two 
starter decks (120 cards). In addition, 
registered players can hang out in the 
Ranked Game chat space, buy boosters, 
and soon even trade cards. Already, the 
top ten registered players and their scores 
are displayed right on the main screen, so 
everyone knows if you have clawed your 
way to the top. 

Once an online challenge is accepted, 
you play normally, though the turns go 
by a little slower against a human oppo
nent. Occasionally, an error message will 
show up, explaining that your connection 
has been terminated because of instabil
ity on the Net (lost packets, etc.). Amaz

ingly, this doesn't nec
essarily mean that your 

game is over. The soft
ware usually sets up a 

new connection, and you 
can keep right on playing. 

Chron X wouldn't be a 
TCG without virtual boost

ers, decks, and card collec
tions. The "Manage Deck" 

utility lets you stay on top of a 
large number of cards. Just 

imagine being able to sort your entire 
collection of real-world cards by name, 
type, or color with a single mouse click. 
Chron X lets you do all that and more. I 
wish my real-world collection were that 
easy to handle. 

In addition to sorting, Chron X has a 
great deck-creation and tracking system. 
Once you build a deck, you give it a 
name. Then you can construct another 
deck, using the same cards or different 
cards, and save it under another name. 
No matter how many decks a particular 
card is supposed to appear in, the com
plete deck is always there when you need 
to play it. Sure beats hunting for a Mind 
Twist or a Mox that you have shifted 
from deck to deck so often you've lost 
track of it. 

he virtual cards cost about the 
same as a real booster or deck. 

Boosters are sold in various 
forms, from fifteen-card packs 
at $3 each to booster boxes 

(twelve packs) at 125. Cards come in 
four levels of rarity: common, uncom
mon, rare, and very rare. Rare and very 
rare cards are generally more powerful 
than their common counterparts. In 
many cases (especially among resource 
cards), a rare card is clearly 
to a common, so Chron X 
suffers from being a money 
game as much as a skill game. 

Chron X's base set includes 
both broken cards and com
plete losers. As in any trading 
card game, finding the best cards 
and combinations is half the fun. 
The Sabotage (almost unblock-

able) and Regeneration abilities are some 
of the strongest. But the game's balance 
is sometimes thrown off by degenerate 
combinations like Rejuvenation Tank/ 
Urdan Martyr. Fortunately, such combos 
and even specific card powers can be 
updated on the fly by the programmers, 
so the game balance will continue to 
improve over time. 

Interestingly, buying a card doesn't 
guarantee that you can play with it. At 
the start of each online game, the pro
gram checks whether your deck is legal. 
Decks have a forty-card minimum, and 
no more than four of any single card may 
be included. By validating your deck, 
Genetic Anomalies has made it impossi
ble to cheat on a deck list or to play 
banned or restricted cards. They've even 
made it easy to issue errata, simply by 
updating the software. 

A few features were missing from 
Chron X, but may be implemented in 
the near future. The biggest omission so 
far is that you can't trade your virtual 
cards over the Net. That will change by 
August, when Genetic Anomalies will 
institute online trading areas. Online 
leagues as well as sealed and constructed-
format tournaments are also on the 
drawing boards for future release. 

Another feature I'd like to see is 
Chron X email and a set of message 
boards. At the moment, you can chat 
with other players, but there's no way to 
leave messages. Email would allow you 
to arrange matches and card trades with 
players who aren't currently logged on to 
the Chron X server. Message boards 
would create a place to discuss mechan
ics, deck construction, and so on. 

The future looks bright for Chron X. 
The Genetic Anomalies team 
is already planning the first 
expansion, due out in a few 
months. Let's hope future 
online card games live up 
to the standard they have 
set. • 

Wolfgang Baur goes by the 
name "Mefisto" when playing 
ChronX. 
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E C I P H E R 
i  A r t  o f  Gre a t  G a  

r. said Obi-Wan, and so it shall be. Decipher's Dagobah expansion set 

introduces a whole freighter load of new game elements for the Light Side, 

including Asteroid Fields, Jedi Training, yet another Luke—the "Son of 

Skywalker," and, of course, Yoda. The Light Side has two major strate

gies available in this set: capitalizing on the Asteroid Fields or holing up 

and training on Dagobah. This deck (see sidebar) takes the latter route. 

The Dagobah System is a natural 
starting location for the Light Side. Just 
by having it out, you can deploy one 
related site per turn directly from your 
Reserve deck, which means you can cycle 
through all the O-value Destiny cards 
within a few turns. You'll also have all the 
Force activation you need, while denying 
it to your opponent. 

The Son of Skywalker sits pretty with 
power and ability of 5, although he can 
deploy only to Dagobah or Cloud City. 
You'll want to get him on the table as 
soon as possible, preferably with Yoda, 
and begin training immediately with Jedi 
Tests from your Reserve deck. There are 
five Jedi Tests in the set, but we only 
want the first two (the other three pro
vide nifty bonuses, but don't actually fit 
in this deck). The first, Great Warrior, 
can be accomplished by almost any char
acter in your deck under the right cir
cumstances, and prevents the Dark Side's 
Force Drain bonuses. A Jedi's Strength 
forces your opponent to have at least 6 
ability to draw Destiny. 

Whomever it is you have on Dagobah, 
make sure you deploy Encampment—an 
Effect that allows you to deploy anyone, 
including a certain crazy old wizard, 
directly to the swamp planet. Once you 

Expansion set for Star" Wars 
Customizable Card Game 
Decipher Inc., Norfolk, VA 

180-card expansion set; 9 cards per 
booster pack. For two or more players 
playing time 30-60 minutes. 

Decipher Design Team 

Decipher Art Team 

Decipher, 235 Granby Street 
Norfolk, VA 23510-1813 
<http://www.decipher.com> 

The Force I s with Y ou! 

have a decent crew down there, start 
passing out the lightsabers, which you'll 
be using primarily for Draining. 

After all the Draining, training, and 
saber-rattling, the key to this deck is sim
ple Force retrieval. Your three main 
weapons on this front will be Reflection, 
which allows you to retrieve one Force 
per turn and also makes Leia a darn fine 
apprentice; Figrin D'an, which gives you 
one random Force retrieval; and On The 
Edge, which works best with Elec-
trobinoculars to help you identify the 
highest Force to retrieve. Watch your 
opponents stare in horror as you retrieve 
card after card from your Lost pile while 
theirs just keep growing! 

These strategies will ultimately 
encourage the Dark Side to attempt a 
landing on Dagobah—no easy task for a 
Star Destroyer or TIE fighter, but easily 
accomplished by one of the new Inde
pendent (Bounty Hunter) starships avail
able to the Dark Side. This is where your 
Landing Claw comes in. A huge boon to 
the Light side, a Landing Claw allows a 
ship to attach to any Capital starship to 
block a Force Drain. However, neither 
player can initiate a battle if Yoda is pre
sent at a site unless a Dark Side character 
with ability higher than 3 is there as well. 
Use Yoda's Gimer Stick to get around 
that, or simply move him away. If the 
Hunters come bearing arms, Disarm 
them (another benefit to your stack of 
sabers) and hack them up at will. 

Finally, another bonus for the good 
guys is Tunnel Vision and Levitation. 
These Interrupts allow you to search your 
Force and Used piles, respectively, and 
take one card into your hand. This is a 
remarkable advantage, allowing you to 
play with only one copy of your most 
vital cards. Combined with the other 
Dagobah search cards in this deck, you'll 
always be able to get key cards when you 
need them. 

"I won't fail you. I'm not afraid." 
"You will be. He-heh, Mmm... 

you will be." 
The Dark Side's best strategy, once again, 
is domination in space. Since you're going 

Reborn on the Bayou >• by Cory Herndon 

Can the Light Side Learn Enough 
Before the Dark Side Comes Calling? 

"You will go to the Dagobah system. You will learn 
from Yoda—the Jedi Master who instructed me." 



to seize control as quickly as possible, 
you'll want the System that provides you 
with the greatest possible Force Drain 
(neither side can Drain at the Dagobah 
System). Your starting location, there
fore, will be the Wookee homeworld of 
Kashvyyk. If the Light Side manages to 
complete Great Warrior Jedi Test, they 
will cancel Kashyyyk's +1 bonus, so 
Drain early, and often. 

No card deserves special mention 
more than Darth Vader's flagship, the 
Executor. With power and armor of 12, 
and immunity to attrition less than 12, 
this 8+ kilometer Super Star Destroyer 
is the last word in subjugation. You can 
deploy and carry starfighters on it, 
which is handy as you'll need the 
starfighters to make a landing on 
Dagobah, or to navigate the Asteroid 
Fields effectively. 

Other than Vader, Tarkin, Piett, 
Needa, and Motti, you won't need any 
Imperials at all. Since the Independent 
starships currently require at least one 
Smuggler or Bounty Hunter to pilot, 
you'll be depending heavily on these 
new aliens (along with old Smuggler-
standbys Dr. Evazan and Ponda Baba). 
Bossk's ship, the Hound's Tooth, is a Cap
ital starship that can carry several pas
sengers and a vehicle, but deploys and 
moves like a starfighter. This ship or the 
Mist Hunter will be your best bet for a 
Dagobah landing. 

Each Bounty Hunter has special 
quirks, of course. Dengar, for instance, is 
power +1 for every Light character with 
him at a site. Boba Fett (currently avail
able in the First Anthology as a preview 
card) only has ability of 2, but his armor 
is 5 . In addition, any character hit by 
Fett with any weapon has a forfeit of 0, 
and he can fly three sites at a time—just 
try to catch him. 

Another key to this deck is the Dagobah: 
Cave location. A domain of evil it is. 
Once it's out, play "Failure at the Cave. 
It suspends all Jedi Test effects, and if 
your opponent wants them back, an 
apprentice must go to the cave and draw 
Destiny. If the apprentice draws any
thing less than 4, you retrieve 2 Force— 

if they draw 0, the apprentice is lost. 
Other than controlling space and arm

ing your Bounty Hunters to the teeth, a 
few other tactics deserve mention. When
ever possible, carry your starfighters on the 
Executor—this way, you can save a 
starfighters regular move for a Dagobah 
landing. Make ample use of those 
Lightsaber Deficiencies—they can be a 
nasty surprise for players who have the gall 
to give Han a lightsaber. Image of the 
Dark Lord will let you cut down on the 
Light Side's Force activation advantage on 
the swamp planet, and peep away all your 
opponent's Senses and Alters with Voyeur. 

"Ready, are you? What know 
you of ready?" 

The Dagobah expansion, like Hoth before 
it, has rewritten the landscape of the Star 
Wars CCG. Jedi Training, Asteroids 
(which really deserve their own article), 
the Executor, and Bounty Hunters will 
prove invaluable additions to your decks, 
while still working effectively against 
Hoth, New Hope, and Premiere decks. 
Until the epic confrontation at Cloud 
City, may the Force be with you. Wi 

For Cory Herndon, there is no try. He either 
does, or does not. Anybody who says different 
can take it up with me and my wookie. 

1 Dagobah System (Starting 
Location) 

1 Dagobah: Yoda's Hut 
I Dagobah: Bog Clearing 
1 Dagobah: Training Area 
I Dagobah: Swamp 
1 Dagobah: Jungle 

2 Son of Skywalker 
2 Leia Organa 
1 Yoda 
1 Obi-Wan Kenobi 
1 Han Solo 
1 Chewbacca 
1 BoShek 
1 Figrin D'an 
I R2-D2 

Systems/Sites i 
1 Kashyyyk (Starting Location) 
T Kes sel 
1 Tatooine 
1 Anoat 
I Dagobah: Cave 
1 Executor. Meditation Chamber 

Characters/Creatures 
2 Darth Vader 
1 Grand Moff Tarkin 
1 Captain Needa 
1 Captain Piett 
1 Admiral Motti 
1 Boba Fett 
1 Dengar 
1 Bossk 
I Zuckuss 
I Danz Borin 

1 EL 

1 Millennium Falcon 
I Gold Leader in Gold l 
1 Gold 2 
2 Jedi Lightsaber 
1 Anakin's Lightsaber 
1 Obi-Wan's Lightsaber 
2 Electrobinoculars 
1 Landing Claw 
J H an's Toolkit 
1 Luke's Backpack 

1 Great Warrior 
1 A Jedi's Strength 

2 Lightsaber Proficiency 
1 Sai'torr Kal Fas 

v Encampment 
1 Reflection 
1 Revolution 
1 Anger, Fear, Aggression 
1 Yoda's Gimer Stick 
1 Traffic Control 
I For Luck 

2 Alter' 
2 Sense1 

2 Corellian Slip' 
3 Tunnel Vision1 

2 On The Edge' 
2 Control1 

2 Gift Of The Mentor1 

2 Jedi Levitation1 

1 Away Put Your Weapon 
1 We Don't Need Their Scum 

1 Dr. Evazan 
1 Ponda Baba 
1 WED15-I7 'Septoid' Droid 
2 Dianoga 
1 Dragonsnake 

Star ships/Weapons 
t Executor 
1 Avenger 
1 Imperial-Class Star Destroyer 
I Vader's Custom TIE 
I Hound's Tooth 
1 Mist Hunter 
1 Punishing One 
1 Vader's Lightsaber 
1 Dark Jedi Lightsaber 
1 Bossk's Mortar Gun 
1 Dengar's Blaster Carbine 

Effects 
1 Image Of The Dark Lord 
2 Disarmed 
1 Failure At The Cave 

Interrupts 
3 Imbalance' 
3 Tallon Roll' 
3 Alter1 

2 Sense1 

2 Dark Maneuvers' 
2 Lightsaber Deficiency' 
2 Control1 

21 Have You Now1 

1 The Empire's Back1 

1 Voyeur 
1 Those Rebels Won't Escape Us 

1 Used 
2 Lost 
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Viz-War 
Structured Mayhem >- by Aaron Long 

he situation looks hopeless: that last treasure you need is far across the 
board. You cast a spell and rotate the sector of the board you're on, move 
through the handy Dimensional Warp your opponent had intended for her
self and suddenly you're right next to the treasure. But alas, your opponent 
teleports it into an alcove and creates a wall to seal it off. Apparently out of 

fire power, she takes off in pursuit of one of your treasures. Do you follow her and 
engage her while she's weak (or is that a bluff)? Do you figure out a way to free your 

trapped treasure? Welcome to Wiz-War. 

Much has been made of Cosmic 
Encounter's role as an inspiration for 
Magic: The Gathering. While perpetu
ally plagued by distribution woes and 
changing ownership (Encounter's cur
rent situation is in limbo with the sale of 
Mayfair Games to Iron Crown Enter
prises), Encounter managed to become a 
classic with gamers and game inventors. 
Another precursor of Magic that is much 

Ghessex 
Berkeley, 

Board game (125 cards, four board 
sectors, one four-sided die); 2-4 play 
ers; playing time 15-45 minutes; 
price: $18. 
Two previously available expansion 
sets, due to be available again in 
the next year, add two more £ 
players, two more board sec- rj 
tors, and many more .W 
cards. ''111111 :d/i 

Tom Jolly 

Phil Morrisey ; 

Chessex 
2990 San Pablo Ave. 
Berkeley, CA 94702 
(510) 843-9257 
http://www.chessex.com 

less well known, though equally worthy, 
is Wiz-War from Jolly Games. 

Wiz-War has been the labor of love of 
game inventor Tom Jolly (see sidebar). 
The premise of the game, as its title sug
gests, is battling wizards. Each player 
controls a wizard within a dungeon and 
tries to steal treasure from other wizards 
while preserving his or her own: it's kind 
of like capture the flag with spells. 

Each wizard starts with 15 life points, 
a hand of seven cards, and two treasures. 
Winning is accomplished either by 
securing two treasures (other than your 
own) on your home base or by killing all 
the other wizards. If both of your trea
sures get placed on any opposing wizard's 
home base, you lose and are out of the 
game. Play rotates from player to player: 
on a turn, a player can move, pick up one 
treasure, and cast spells, limited only by 
the number of spells in hand and a limit 
of one attack spell per turn. A player can 

only carry one treasure at a time, 
and picking up a treasure 
immediately ends a player's 

turn. This makes it trick)' to 
control the fate of more than 

one treasure. 
The cards are the heart of the 

game, and there are several 
types: objects, number cards, and 

spells. Objects such as magical 
stones and artifacts give players special 
powers, such as extra movement or extra 
spell-carrying capacity. Number cards 
can be used to increase movement or to 

augment the power of a spell according 
to the number on the card. Spells, natu
rally, comprise the bulk of the deck, and 
they also fall into three categories: 
Attack, Counteraction, and Neutral. 
Attack spells directly impact another 
player with direct damage, dysfunction, 
object creation, monster creation, and 
general annoyance. A good example of 
this last type is Thumb of God, which 
allows the casting player to flick the four-
sided game die at the game board— 
everything then stays where it lands. 
Counteraction spells counter Attack 
spells by reducing and/or preventing 
damage, creating barriers, or simply hurl
ing the spell right back at the caster. 
Neutral spells are the most numerous in 
the game and generally affect the board 
or temporarily give the caster special 
abilities. There are also a slew of spells 
that defy categorization, except in that 
they all have the potential to make things 
screwier. 

The essence of Wiz-War is structured 
mayhem. Nearly every facet of the game 
is subject to alteration, destruction, or 
transmogrification. One spell makes you 
larger and one spell makes you small 
(and the ones that mother casts don't do 
anything at all). This can be frustrating 
as you see your game-winning strategy 
crumble because your opponent casts 
Swap Home Bases or turns you into 
stone for four turns. 

But really, the anything-can-happen 
atmosphere is what makes the game 
great. There are so many spells, especially 
with the expansion sets, that the combi
nations are nearly limitless. Every game 
is different and unpredictable. This is not 
to say that Wiz-War is a game of chance, 
as strategy is essential to winning. How
ever, it is seat-of-the-pants, on-the-fly 
strategy that tends to work best. While it 
is possible to plant something that will 
come in handy later, like creating a door 
in a strategic spot, long-term plans tend 
to be useless as the whole landscape will 
change before your plans come to 
fruition. 

Like Cosmic Encounter and Magic, 
Wiz-War is one of those games in which 
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The journey of the flying ship Weatherlight~ will span the far reaches of Dominaria. The forces 
it will encounter are also the powerful new cards from the strongest Magic: The Gathering® 
expansion yet. 

Unleash Avizoa, a low-cost flying creature, with a new way to pump its power and toughness. 
Command Benalish Knight, a 2/2 creature with first strike that can be played as an instant. 
Discover the legendary Lotus Vale, a land that taps for three mana of any one color. 

Get caught up with this limited-edition expansion, and be there for the new beginning 
of Magic. Put the power of the Weatherlight into your game. 
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it often ain't over when it appears to be. A 
final trick up one wizard's sleeve results in 
desperate searches up ever)' other wizard's 
sleeve, and soon everyone is flailing their 
arms like the goddess Kali and the game 
turns out to be only beginning. 

As is to be expected in a game where 
mayhem reigns, rules disputes tend to 
come up as players invent clever and 
insidious moves. Tom Jolly has thought
fully provided a Wiz-War rule and card 
FAQ_on his website <http://www.busi-
ness.u-net.com/~jollygms/>, and ques
tions not already addressed there can be 
emailed directly to him from the site. 

The inventiveness and do-it-yourself 

feel of Wiz-War tends to be infectious. 
I've personally made a bunch of extra sec
tors, created new spells, and even con
structed a few scenarios to be played 
within the basic Wiz-War milieu. Tom 
Jolly encourages tinkering with his game, 
and Chessex sells blank cards so you can 
add your own spells. 

Fans of Magic will enjoy Wiz-War. 
The similarities between the games are 
obvious, but Wiz-War is more of a 
board-based game in which manipulating 
physical surroundings is half the battle. 
Warning: Wiz-War is highly addictive. 
The games are short and so entertaining 
that it seems like there is always time for 
one more. • 
Aaron Long devotes most of his gaming energy to 
being a tournament Scrabble player. 

An Interview with Tom Jolly 
When did you create Wiz-War? 

Around 1980. The game changed quite a bit from 1980 to 1985, though, so the 
current version of it wasn't really around until 1985 when it was first published. 

When/where/how did you sell the first set? 
The first set was sold at a Polycon in 1985. It was in a zip-lock bag, there were 
only a hundred copies, and I had silk screened the boards myself. I had, before 
then, tried to sell it to Steve Jackson Games, Eon Products, Midkemia Press, and 
Mayfair Games. After being rejected, I decided to make it myself. 

What inspired the creation of Wiz-War? 
Numerous sessions of Steve Jackson's "The Fantasy Trip, the precursor to 
GURPS. I wanted to make a game which was almost roleplaying, but with no 
Game Master. The only way to do that was to have fixed rules (spells) on the 
playing cards. Magic was the most fun part of the RPG games I played. I wanted 
to distill that part of the game and make an independent game out of it. 

What games do you currently play? 
Computer games. I'm working my way through The Dig. I prefer puzzle-solving 
games to death matches. 

What are some of the most effective spell combinations in Wiz-War? 
I've heard some good ones. One person Dragged an opponent carrying a treasure 
onto his home base, then did a Drop Object on the opponent to deposit the 
treasure on his home base and win the game. One cute trick is to create a mon
ster, then enclose it in a dead end with a Create Wall, then use a Teleport Oppo
nent to dump your enemy into the same dead end with the monster. 

What's m the future for Wiz-War? 
Chessex at various times has talked about a deluxe edition of Wiz-War with 
both expansion sets in it and fancy playing cards, and a CCG version of Wiz-
War, which they dropped with the subsequent glut of CCGs on the market. 
Neither of these has come to pass for a number of reasons. I'd like to change the 
spells so that their effects are a little better defined, a lesson I've learned from 
Magic: The Gathering, by putting a little "info" bar on the bottom of each card, 
but that will have to wait until normal-sized cards are used in a print ran. 

Do you design alone? Have you ever designed with a partner, or as part 
of a team? Which do you prefer? 
I don't think anyone really designs alone, completely. Playtesters have a lot of 
influence on how a game is ultimately designed. Two friends, Jeff Smith and 
Dave Johnson, helped out with the initial version of Wiz-War quite a lot when I 
first designed it, and it's a better game for their insights. Also, if you read the 
card credits on some of the older Wiz-War editions, a lot of the ideas were sent 
to me by Wiz-War players. I think I prefer designing the basic system alone, 
then getting "fine tuning" ideas from other players. 

What's happening with the online version of Wiz-War? 
Two companies, Total Entertainment Network and Adventure Online Gaming, 
are working on online versions of Wiz-War. I've actually played TEN's version 
as a beta test, and it s pretty faithful to the board version. However, I'm not sure 
it will ever actually hit their network. The bulk of the network games are the 
high-intensity, head-to-head shoot-em-ups that dominate the market right now 

For the complete text of this interview, check out The Duelist Online at <http://www.wizards.com/Duelist Onlinei> 
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I puts trading cards 
in your RPG 

IMg he professional relationship 
^between Wizards of the Coast 
and TSR continues to excite 
gamers (and remember, "excite" is 
one of those double-edged words 
like "interesting" or "fragrant"). As 
the biggest TCG and RPG com
panies share office space and begin 

to plan a future together, the only cer
tainty is that things will change. Each 
company's roster of games will most 
likely gain and lose, producing a com
bined Wizards/TSR catalogue with all of 
the most popular games from both com
panies. With both niche leaders under 
one roof and unified management, the 
conditions for inter-format crossover 
have never been better. 

However the new Wizards/TSR entity 

explores TCG-RPG combina
tions, competition has already 
sprung up. Seattle Adventure 
Games Enterprises (SAGE) has 
already released its first effort, 
called Swords & Spells. Appro
priately, SAGE does not refer to 
Swords & Spells as an RPG, but 
as a "HI-TAG" (Human Inter
active-Team Adventure Game). 
According to Ian Starcher, the 
driving force behind SAGE's 
creative and business efforts, 
the difference between the two 
lies in Swords & Spells's tri-pil-
lared foundation of role-playing, 
trading cards, and computer 
software. 

"[Swords & Spells] was 
designed with the twenty-first-
century gamer in mind," says 
Starcher. "Most of the [roleplay-

ing] games out there are great games, but 
were designed literally ten, twenty years 
ago, and are completely oblivious to the 
use of computers as a utility. And most 
modern gamers have a background in 
TCGs, which are very fast paced. When 
we did our market survey, the repeating 
problem was that character generation 
took forever before people could start 
playing. I wanted to design something 
that would let people jump right in." 

Starcher has admirably realized his 
goal: the Swords & Spells sourcebook 
also contains pre-generated characters 
and scenarios, complete with sample 
games and Game Master's instructions (a 
Game Master is the HI-TAG equivalent 

of a Dungeon Master). As Starcher puts 
it, "By page three, you're playing the 
game. Turn to the index, tear out Enric 
[a pre-generated character], turn back to 
page three, and follow the instructions. 
You're lost in the woods, halfway 
between your home and your destina
tion.. .what do you do?" 

Swords &. Spells also comes out of the 
package with its own character-genera
tion software to get neophytes and expe
rienced campaigners alike playing the 
game as quickly as possible. The software 
is a useful tool, but it is not an essential 
one; players don't need a computer to 
play Swords Sc Spells. "Our game can be 
played in the woods," says Starcher, 
adding, "without electric trees." Once 
players have become familiar with the 
system and the character abilities, they 
can use the sourcebook, the software 
program, and their own imaginations to 
lay the groundwork for an intriguing 
campaign. 

Swords &. Spells's innovation doesn't 
stop with character generation, however. 
The most exciting aspect of the game is 
that your characters can use Magic and 
Mythos (as well as other TCG) cards as 
part of the overall adventure. In the game 
world, trading cards are magical objects 
called "tokens" that your adept character 
("token mage") can pick up, carry, and 
use as needed. Magic creatures and spells 
behave much like they do in the course 
of a duel: creatures are damage-dealing 
pawns of the mage that summoned 
them, and spells can affect virtually any 
aspect of the game. 

by Scott McGougix|<pinkt>ird#wisards«com> 



RULES 
No purchase required. Mail 

entries to the Duelist® Tempest 

Contest, Wizards of the Coast, 

Inc., P.O. Box 707, Renton, WA, 

USA 98057-0707. No mechani
cal reproductions of completed 

forms will be accepted, but you 
may photocopy the entry form 

before filling it out. All entries 

must be received by September 
15, 1997. Winners will be 

selected in a random drawing 

from all eligible entries by 
Wizards of the Coast 

(' Wizards"), at the offices in 
Renton. Washington, on or about 

September 30,1997, and noti

fied by mail within approxi
mately 30 days of drawing. 

Entries will not be acknowl

edged, will become exclusive 
property of Wizards, and will not 

be returned. 

Odds of winning depend on total 

number of eligible entries 
received. Grand Prize (1): A dis

play box of Tempest starter 

decks; a display box of Tempest 

booster packs; a Tempest 

binder: 4 Tempestpreconstruct-

ed decks; and a Tempest poster 

(approximate retail value: 
S285.0O US.) First Prize (5): 1 

Tempest starter deck; 10 

Tempest booster packs; 2 
Tempest preconstructed decks; 
and a Tempest poster (approxi

mate retail value: S68.00 US.) 
Second Prize (10): 5 Tempest 

booster packs and 1 Tempest 

preconstructed deck (approxi
mate retail value: S39.00 US.) 
Prizes are not exchangeable, 

transferable, or redeemable for 

cash. No substitutions of prizes 
will be allowed should featured 

prize(s) become unavailable, 

except at option of Wizards. 
Applicable taxes and fees are 
responsibility of winners. Non

compliance of time parameters 
or return of any prize or prize 

notitication as undeliverable will 

result in disqualification. 

Contest open only to residents 
of the U.S. (except Rhode Island) 

and Canada (except Quebec). 

Contest not open to employees 
of Wizards and its affiliates or 

their family members. Contest 
is subject to national, federal, 
state, local, and provincial regu

lations and is void where pro

hibited or otherwise restricted 
by law. Winner's entry and 

acceptance of prize constitutes 
acknowledgment of the follow
ing: permission for Wizards to 

use, without payment, winner's 

name, photograph, or other like
ness tor purposes of advertising 

and/or promotions; that Wizards 
has not made, nor is Wizards in 

any manner liable for, any war
ranty. representation, or guar

antee express or implied, in fact 
or in law, relative to any prize; a 

warranty that material con
tained in entry is original, public 

domain, Wizards owned, or used 
with the unlimited consent of 

the owner and that it does not 
infringe on the rights of any 

other person or entity; an 
agreement to fully indemnify 
Wizards for all claims arising 

out of a breach of this warranty; 

and a full, unlimited, exclusive 
transfer of any and all rights in 

entry. To receive prize, winner 
may be required to sign waiver 
and release. Wizards is not 

responsible for illegible, incom

plete. late, misdirected, lost, or 
postage-due entries. Wizards' 

decision is final with respect to 
all matters relating to this con
test. 

For names of prize winners, 
send stamped, self-addressed 

envelope to The Duelist Tempest 

Contest Winners, Wizards of the 
Coast, Inc., P.O. Box 707, Renton, 
WA, USA 98057-0707. 

The Weatherlight saga continues with Tempest, the newest stand-alone 
expansion for Magic: The Gathering®, to he released in October. 

Below you'll find a list of actions that will occur during the Tempest story. Simply match the actions to 

?:A • . 
1, Horrif ied at accidentally having killed his 

attacker, this character offers no further resis
tance when taken prisoner by rnogg raiders. 

2. This mistrustful character discovers that she 
hen they join forces to 

i 

7. During a siege in the Death Pits of Rath, this 
simple-minded character inadvertently protects 
Gerard by hugging an artifact lie has mistaken 
for a toy. 

8. During a savage duel with Greven 
, ̂ ^ „„, jPPPBHpBHplP commanding character plummets from tiie 

3. After a battle between the Weatherlight and the (>f lhc ^therlightinto the clouds below. 
Predator, Volrath's flying ship, this enraged com- 9- While using his powers to open a magical portal, 

this character encounters the remnants of three 
Wmmi 

4. 
g Mm overboard. 

' ly hopes to find the angel who once protected 
him and now serves Volrath. 

r> r, . . , , ,, . , , ,, 

~ • 

a .' 

(the 
pris-

5. Bold and brash, this character leaps 
Predator following the bat tie and is 
oner by Volrath. 

6. This reserved character tries to conceal her ela-
; Hon at seeing Gerard alive when he rescues her 

from the Skyshroud elves. 

etirsedarmies caught between dimensions on the 
Field of Souls. 

Characters 
A) Tahngarth 
B) Greven fZ-Vec 
C) Ertai 
D) Kani 

E) Gerrard 
F) Squee 
G) Crovax 
H) Mirri 
I) Hanna 

n i | 

(1): A display box First Prize (5): 1 Tempest 
of Tempest starter decks; a display box starter deck; 10 Tempest 
of 'tempest booster packs; a Tempest booster packs; 2 Tempest 
binder 4 Tempest preconstructed preconstructed decks; and a 
decks; and a Tempest poster. Tempest poster. 

Second Prize (10): S Tempest 
booster packs and 1 Tem pest 
preconstructed deck. 

• — mm mi m m titm' ''mm\ii mm • im>'mm . 

MaU this form or a photocopy to: 

The Duelist Tempest Contest 
Wizards of the Coast, Inc. 
P.O. Box 707 
Renton, WA 98057-0707 

Contest Deadline: September 15,1997 

4. 5. 

THE COAST, Magic: The Gathering, Weatherlight, Tempest, 

Wizards of the Coast, Inc. Iltus. by MarkTedin. ©1997 Wiz; 

Name: 
Address: 
City: 
State/Province: 
Zip code: 
Phone: 
Age: 

and The Duelist ate trademarks of 
of the Coast, Inc. 



PulliSW „ Same Direction 
continued 

There are, of course, some logical and 
narrative restrictions on the use of such 
cards to preserve the flow of the adven
ture. Spells resolve or fizzle according to 
the Game Master's rulings, for example, 
and while a mage can bring any number 
of preconstructed decks into an adven
ture, he or she can only access the cards 

times and beaten all his buddies with it 
wants something different. Now he can 
take his cards, create a character thats 
behind those cards, and start playing 
him...or not. They can create their own 
character that has nothing to do with 
cards, or be a part of a team of people. 
It's a social experience." 

Swords & Spells's flexibility doesn't 
end with trading cards, either. One of the 
most difficult challenges for game design-

"The link between roleplaymg 
and trading card games isn't 
an either/or situation... 
Gamers aren't like that." 

IKR 

W......tj 

from one deck at a time. Switching decks 
in mid-campaign is allowed (again, 
according to the GM), but you couldn't 
use a Counterspell from your prison deck 
and then Fireball someone with direct 
damage from your burn deck in the same 
turn. Both mana and skill checks (dice 
rolls) are required to successfully cast a 
given spell, but land cards are not 
required, as each mage has his or her own 
innate mana to draw upon. This natural 
mystic energy begins as generic mana, 
but mages can choose to align themselves 
with one of the five colors by dedicating 
themselves to its study. Each color has its 
own school of thought and practice, and 
once aligned, mages must physically 
identify their alignment with a perma
nent palm tattoo. Two hands mean you 
can align yourself with two different col
ors at once, but make sure you choose 
your alliance carefully; in order to change 
from one color to another, your mage 
must literally burn the tattoo off before 
campaigning for a new one. 

"The link between roleplaying and 
trading card games," says Starcher, "isn't 
an either/or situation, like Mac versus 
IBM. Gamers aren't like that. They're 
human. Someone who has a bunch of 
cards, has tweaked his deck a hundred 

ers is to develop products that maintain 
their appeal long after the initial learning 
curve drops off and players have had an 
opportunity to thoroughly explore the 
game. New modules for RPGs and 
expansion sets for TCGs are the most 
obvious manifestation of the quest to 
keep games fresh and exciting, but 
Swords & Spells offers another method: 
it has been carefully designed to allow 
roleplayers to dust off some of their old 
favorites—RPGs and the characters who 
explored them—and experience them 
again in brand new circumstances. 

To illustrate this point, Starcher refers 
to Tunnels and Trolls, an "absolutely 
fabulous solo game" with roughly a few 
thousand regular players. Once you've pur
chased all of the related Tunnels and 
Trolls products and have fairly exhausted 
the possibilities of the adventures therein, 
he argues, what are you going to do next? 
The answer is as simple to state as it is dif
ficult to realize: you add something new to 
the mix. In this case, the "something new" 
is an RPG orTCG that is familiar to the 
participants, but completely novel in a dif
ferent context. Not coincidentally, incor
porating other games into the fabric of 
Swords & Spells also enhances Swords & 
Spells itself. 

Starcher refers to his game's ability to 
incorporate so many disparate elements 
into a single game experience as "interop
erability." Interoperability may well be the 
future of gaming as a whole, even if i t 
doesn't follow the Swords & Spells 
model. Starcher is clearly dedicated and 
passionate about the social benefits of 
interactive fun through gaming, but he 
also understands the demands of the 
marketplace. Gamers who have invested 
a great deal of time, money, and effort in 
their favorite hobby are going to demand 
a significant return on that investment, or 
they will look elsewhere. Interoperability 
allows gamers to maximize the investment 
they've already made, to find new ways to 
play their old favorites, and to discover new-
facets of themselves as gamers. How would 
the GM allow a pitched batde between 
two mages, one of Lovecraft's Elder 
Gods, and a Shivan Dragon to play out? 
How would a stalwart warrior, an oppor
tunistic thief, or a bloodthirsty werewolf 
react to such a spectacle? And, assuming 
at least one mage survived such a conflict, 
what would his or her next step be? 

Once the characters have been gener
ated, the mages have been armed and 
aligned with their schools, and the 
adventure has begun, Swords & Spells 
players enter a vast multiverse of oppor
tunity. Anything and everything they 
bring to the game, from pre-existing 
characters to powerful spell cards to 
entirely new worlds, adds another layer 
to the basic experience. Limited only by 
the number of items their characters can 
carry and the imagination of the GM, 
experienced roleplayers and TCGers 
alike will discover that the many bridges 
built by Swords & Spells's interoperabil
ity lead to a lot of new territory that's just 
waiting to be explored. ® 

Scott McGough has Parliament-Funkadelic songs 
and John Waters dialogue running through his head 
twenty-four hours a day. 

Next Issuet Legend of t 
Rings further blurs the t ti 
tion by existinq simultahcc M 
on both sides of the fenc 
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A R E N A .  
The League for Magic; The Gathering® 

EUROPEAN LEAGUE PLAY 
comes to a store near you 

premiering SUMMER 1997 
France • Germany • The Netherlands • United Kingdom 

premiering F  A  L  U  1 9 9 7  
Denmark • Norway • Spain 

premiering W  in t e r  1 9 9 7  -  1 9 9 8  
Austria • The Czech Republic • Finland • Italy • Sweden • Switzerland 

premiering S I* R I IV G 1 9 9 8  
Greece • Hungary • Poland • Portugal 

How does Arena work? 
Players register at participating local retail stores. 

Matches are played at in-store gaming areas. 

Results are tabulated by Wizards of the Coast. 

Prizes are awarded to high-ranking and other players. 

Play styles include Constructed and Limited formats, 
varying each season. 

How can I get involved in Arena? 
• Players and retailers can contact 

Wizards of the Coast® Customer Service. 
PO Box 34; 2300 
Turnhout, Belgium 
Tel.: +32 14 44 30 44; Fax +32 14 44 30 88. 
Email: custserv@wizards.be 

• For more information, visit the Wizards of the Coast 
European website at <http://www.wizards.be>. 

Here's what American players are saying . . . 
"Arena brings competitive players together on a level playing field/ 
*The format allows beginners to compete with experienced players. 

"Arena lets me meet new players and see new ideas." 

Wizards 
O F 1 H V. C O A S T 

-4'A GVA 

A R E N A  
WIZARDS OF THE COAST and Magic: The Gathering are registered trademarks of Wizards of the Coast, Inc. ARENA is a trademark of Wizards of the Coast. Inc. ©1996 Wizards of the Coast, Inc. All rights reserved. 
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Wizards of the Coast, Inc. ('•Wizards"), the Duelist publications and Wizards' 
subsidiaries do not endorse, authorize or otherwise participate in the secondary sale 
of Wizards' products or the valuation of these products for sale on the secondary 
market. The prices listed by the advertisers provided herein are for informational 
purposes only and are not endorsed or otherwise ratified by or on behalf of Wizards. 

Magic: The Gathering 
Juzam Djinn 
Shivan Dragon 
Unlimited Moxes 
Dual Lands 
Time Walk 
Lotus Vale 
Alpha • Beta • Unlimited • 3rd Edition 

4th Edition • 5th Edition • Ice Age • 
Fallen Empires • Homelands • Mirage 

Visions • Alliances 
Singles and sets available for all expansions. 

$159* 
$15* 

$159* 
$12*/ea. 

$169* 
$19* 

Star Wars 
Vader $39 Luke $29 
Leia $29 Obi-Wan $35 
Limited Set $249 
Hoth Set $179 

Singles available for all expansions. 

Star Trek 
Future Enterprise $79 
Alternate Universe Set $149 
Q-Continuum Set $139 
Limited Set $249 
Unlimited Set $199 

Singles available for all expansions. 

New York's 
# 1 Magic™ Source 

international Mail-Order Service! 

NEUTRAL 
QR@(JND 

Open 7 days a week - Noon until 1 A.M. • All major credit cards accepted 
We buy and sell single Magic cards 

| Juzams and Moxes always in stock | 

122 W. 26th St., 4th floor • New York, NY 10001 

(800) 344-GAME 
tel (212) 633-1288; fax (212) 633-0979 • email - info@nground.com 

Webpage - http://www.nground.com 

Address: 253 Reynolds Road, Keavy KY 40737 USA 
Phone: 1-606-878-2936 Fax: 1-606-878-9061 
Hours: 10 A.M. - 8 P.M. EST Monday-Friday 
e-mail renvhoek@aqvault.com 
Web Site: http://www.aqvault.com 

Magic - Middle Earth - Star Wars - Foreign 
Magic - Star Trek - X-Files - Rage - etc. 

Shipping: In USA $6 per order regardless of size; Alaska -
PR -APO/FPO -Hawaii -Mexico - Canada - Guam $8 per order. 
Payments accepted: MasterCard, Visa, American Express, 
Discover, Diner's Club, wire transfer, checks, etc. 

Non-USA Customers: We ship to most countries 
at $15 per order of 1-250 singles (air post) or $30-
$50 (express service-fast!). Shipping on boxes/sets 
$28 for first box/set, $10 each additional box/set. 

Wizards of the Coast", Magic:The Gathering* Mirage". Alliances". Homelands". Chronicies".(and all others) are trademarks of Wizards ot the Coast, inc. Wmpire: The Eternal 
trademark of R. Talsorian Games, Inc. Nelrunner* is produced by Wizards of the Coast,Inc. under license from R. Taisorian Games, Inc. BaflleTech* Is a trademark of of FASA. 
under Scense. Most product names are trademarks owned by the companies that publish those products. *"• ' 
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Starters and Boosters • Boxes 
Magic Products 

Star Trek • Star Wars 

Middle Earth • BattleTech 

Foreign Magic • X-Files 

Huge selection of CCGs 

Overpower 

Foreign orders welcome 

Star Wars 
Limited Boosters $119 
Limited Starters $79 
New Hope $69 
Hoth $69 
Dagabah $99 

Star Trek 
Limited Boosters $149 
Limited Starters $99 
Alternate Universe $49 
Q-Continuum $59 

8028 H wy 55 
| Golden V alley, M N 55427 

612-541-0766 
612-541-9105 (fax) 

4th ed, Set $125 Counterspell Arena $12 Homelands Set $39 Mishra's Fact. Fall $12 Sewers/Estark $1 
Alpha Black Lotus $450 Crusade AP $14 Howling Mine FBB $10 Moorish Cav. $2.50 Shivan Drag. FBB $14 
Antiquities Box $800 Demonic Tut. $3 Ice Age Booster Box $44 Nalathni Dragon $3 Singing Trea $22 ! 
Antiquities Pack $15 Disintegrate BE $2 Ice Age Set $105 Nevinyrral's Disk 5th $8 Spectral Cloak $4 
Anvil of Bogardan $4 Disr. Seep. FBB $8 Ice Age Strtr Box $39 Nightmare BE $22 Spiritual Sane. $5 : 
Arena $6 Dwarven DT BE $3 Ice Storm AP $15 Old Man/Sea $30 Stone Rain BE $1 j 
Argivian Arch. $25 Erhnam Djinn $3 Icy Manipulator $5 Ore. Artillery AP $8 Strip Mine (Cmn) AQ $6 j 
Armageddon $8 Fallen Empire Set $30 Incinerate Arena $8 Ore. Orif. AP $15 Su-Chi $3 j 
Armageddon 5th $8 False Orders BE $1 Invisibility BE $2 Orcish Squatters $3 Swords/Plow. AP $6 
Autumn Willow $8 Fellwar Stone DK $2 Ivory Tower AQ $4 Plateau FBB $13 Tawnos Coffin $20 j 
Ball Lightning $8 Field/Dreams $12 Jalum Tome AQ $3 Power Artifact $2 

$9 
Time Vault $39 : 

Bayou FBB $13 Foreign Dark Box $99 Jester's Cap $13 Preacher 
$2 
$9 Transmute Art. $2 

Bayou UL $13 Foreign Dark Set $49 Khabal Ghoul $20 Pyramids $18 Unlimited Set $2500 
Bazaar/Baghdad $18 Foreign Legend Set $290 Lady Evang. $8 Rage Wyrm Box $18 Unlmtd Strtr Pck $199 
Berserk AP $30 Forest (Arena) $8 Leg Common Set $25 Raging River BE $30 

$9 
Urza's Miter AQ $3 

Birds/Paradise 5th $7 Forgn Rev. BB Bster $245 Legend Foreign Pack $8 Ramses Overdark 
$30 
$9 Vesuvan Dopple. $11 

Black Vise BE $9 Forgn Rev. BB Strtr $225 Lifeblood $9 Regrowth $2 Visions Box $70 
Blaze Of Glory BE $30 Fork FBB $12 Living Plane $20 Relentless Assault $13 Wand of Denial $6 
Breeding Pit $4 Fortress Of Sol. $5 Lord/Tresserh. $3 Relic Barrier $5 

$99 
Windseeker Cent. $4 

Camouflage BE $5 Gaea's Avenger $10 Master/Hunt $18 Renaiss. Ger Box 
$5 

$99 Yawgmoth Dem. $4 
Candlelabra/T. $32 Giant Badger $8 Maze Of Ith $9 Ritual/Mach. $3 Yoda $20 
Catacomb Dragon $7 Gravity Sphere $15 ME Dragon Box $40 Rock Hydra $5 Zhalfirin Crusader $7 
Chronicles FSB Box $99 Gravity Sphere FBB $6 Mightstone $2 Royal Assassn FBB $10 
City Bottle $9 Grinning Totem $8 Millstone $5 Rukh Egg $16 
City of Brass $8 Guardian Beast $40 Millstone AQ $6 Savannah FBB $13 ALL PRICES EXPIRE 
Clone $5 Helm of Obed. $5 Mirage Set $145 Scrubland FBB $13 

$8 
WITH NEXT DUELIST 

Counterspell AP $9 Homelands Box $49 Miser's Cage $5 Serra Angel FBB 
$13 

$8 
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B/iTTLETECH 

VISIT OUR 

WEEKLY AND MONTHLY TOURNAMENTS 

THUNDER LIGHTNI1 
THE MAIL-ORDER HEADQUAR 

II CARDS, INTERNATIONAL 
\KS FOR THE WORLD!!! 

Large Selection Friendliest Service 

Jgk pi JH* The Gathering® 

FIFTH EDITION 

jttar. 
WMRS 

CUSIDV1IZABLT CARD GAME 

For orders over S50 (USD) 
Certain restrictions apply 

Please call for details 

• Tor a complete catalog 
please call 818-972-5900 

11le accept: Checks, Money 
Orders, AMEX and 

We carry a full selection 
of out-of-print products 

How to reach us: 
Call Toll Free: 1 -800-200-1991 

24-Hour Fax: 818-563-4996 
International: 818-972-5900 

^ 1 / 11> COLORADO BLVD. 

LOS ANGELES, CA 90041 Email: tlgaming@aol.com 
v:rv;<$ nan v c.A M F  pi av Mailing Address: P.O. Box 41-11 Mailing Address: P.O. Box 41 -1 148 

Los Angeles, CA 90041 

Wizards of the Coast, Europe seeks 
qualified distributors* to complete 

its European network. : Wizards of the 
- Coast is a leading 
developer 2nd pub
lisher of enter -

: . taiftment products. 
;. including the 

Magic: The Gathering 
fading card game. 
For more informa
tion on Wizards of 
the Coast, visa the company s web-

V site at <http:r7vAvvv.wizards.be>. 
Wizards of the Coast. Belgium. 
Wizards of the Coast's European 
headquarters. ;s 
already working 

. with distributors in 
The Czech Republic, 

: Denmark. Finland. 
Germany. Greece, 
Hungary, Italy, 
N e t h e r l a n d s ,  

.Norway, Poland. 
.Portugal. Spain, and 

; Sweden. The United 
: Kingdom and 

France are covered 
by Wizards of the 
Coast's two other 
European offices. 

In order to complete our European 
coverage, we're seeking motivated 
companies who can distribute our games 
in the following countries: 
* Bosnia * Croatia * Israel * Russia 

* Serbia * Slovenia * TXirkey 

Successful candidates should have 
strong knowledge of our products 

! and distribution experience in the 
hobby/game market and the mass 
market. Qualified distributors will 

need to support the development of 
our games according to the Wizards of 

the Coast® Marketing Support policy. 

YOUR ULTIMATE SOURCE FOR 
COLLECTIBLE CARD CAME PRICES 

« Magic: The Gathering 

Calf*for Free Catalog starS 
(941) 927-8398 

. . .  X  F i l e s  

If you think you can contribute to this international com
pany that thrives on creativity, customer attention, and 
"thinking outside the box," and you're an enthusiastic, 
ambitious distributor who can cope with frequent 
product releases, please mail or fax your application and 
cover letter to Wizards of the Coast. Europe, Attn: E. De 
Spiegeleire, P.B. 34, B-2300 Turnhout. BELGIUM. Fax: 
+32-14-44-30-80. "Retailers, U.S. and Canadian 
distributors may not apply. 

WIZARDS OF THE COAST and Magic: The Gathering are registered trademarks of 
Wizards of the Coast. Inc. ©! 997 Wizards of the Coast. Inc. 
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ARE YOU A FRUSTRATED RETAILER? 

! YOUR ALL 
CANADIAN 

DISTRIBUTOR 

Specializing in 
great service 

DRACTUS PUBLISHING IS PLEASED TO BE AN AUTHORIZED 
DISTRIBUTOR OF THESE FINE WIZARDS OF THE COASTS PRODUCTS: 

The next limited-edition expansion for Magic: The 
Gathering takes off this summer. Weatherlight is 
loaded with powerful new cards, and marks the 
beginning of a long-term Magic storyline. This is a 
set that players will come looking for. 

Overwhelming firepower. Superior combat tactics. Thirty-foot killing 
machines. This fall, the field belongs to the BATTLETECH trading 
card game...and you're in the drivers seat. Do you have what it takes 
to survive? Play the trading card war game of the future. Starter decks 
contain everything you need to play including dice and counters. 

The newest editions of the original trading card game. 

'eatherhqbt 

JUU&QIC 
<gk IP Z3& h£i$ Sffiffih&sBiBi 

FIFTH 8£DITFONT P O R T A L  
WE CARRY THE FOLLOWING PRODUCT LINES: 

Aircel Comics 
Atlas Games 
Avalon Hill 
Black Dragon Press 
Casino Books 
Chaosium 
Companion Games 
Daedalus Studio 

Decipher Global Games 
Dream Pod 9 Heartbreaker 
Enor Hogshead 
FASA Holistic Design 
Fleer/Skybox Publishing 
Flying Buffalo Iron Crown 
FPG Enterprises 
Geo Hex Kenser & Company 

Khalsa Brain Games Systen 
Koplow 
Last Unicorn 
Optimus Design Systems 
Mayfair 
Palladium 
Phage Press 
Pinnacle 

Pioneer Videos 
Precedence 
Ral Partha 
Reaper 
Rembrandt 

U.S. Games Systems 
West End Games 
White Wolf 
Wizards of the Coast 
Wildstorm 

R. Talisorian Games Wizard Press 
Scrye Magazine Wordware Press 
T.S.R. Xeno Games 

CANADIAN RETAILERS ONLY • call 1-888-652-6499 
or fax (613) 744-6783 for Price List & Details on Specials 

Coins 8 
& 

Cards, 
Inc. 

Singles, Sets, Boxes...Most at below retail price! 
Our single cards are near-mint to mint. 

International Orders Our Specialty 
Phone: (217) 543-3366 

U.S. Fax: (800) 500-3117 
International Fax: (217) 543-3732 
Internet e-mail Station Code: sales@pjcc.com 

View our entire catalog on our WEB SITE at: www.pjcc.com 
Hours: 8:00-6:00 CT Monday thru Friday 8:00-3:00 Saturday 

Toll-free Overseas 
Fax Numbers 

AUSTRALIA 
1 800-55-3747 I 

JAPAN 
0044-22-12-2S81 GERMANY 

01-30-82-86-19 

BRAZIL 
000817-S00-3117 

II IT A I V ITALY 
1678-70219 

We also carry other game cards. 
Call or write for FREE Game Cards Catalog. 

I alore 
GIVE U S A CALL! 

METRO 817-461-4263 
fax 817-860-1922 

EMAIL billf@metronet.com  
www.metronet.com/-billf/ 

805 W. PARK ROW DR. • ARLINGTON, TX 76013 

We specialize in Magic® Singles 

Singles—Sets—Boxes 
BUY • SELL • TRADE 

Our singles (with exceptions) 
are priced at MEDIAN SCRYE for 

AN, Leg, Alpha, Beta, Unlimited, Alliances, Visions. 
The rest are LOW SCRYE! 

Sanctioned Tourneys 
Every Saturday and Sunday! 

International and Domestic 
Orders Welcome 

OPEN 7 DAYS A WEEK 11AM-9PM 

Wizards of the Coast*. MagtThe Gathering* Mrage", Affiances". Homelands", Chronicles' 
trademark of R Taisorian Games, Inc. Netrumei* is produced by Wizards of the Coast.lnc. under Scense trom R. 
under license. Most product names are trademarks owned by the companies that publish those products. Use of the 

96 OCTOBER 1997 THE DUELIST 

Talsohan Games, Inc. 
name 

Inc. Vampire: The Eternal Struggte' 
is a trademark of of FASA. The; 
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98% OF OUR SINGLES AT BELOW LOW SCRYE 

No other ongoing company 
beats our singies prices 

The Bad N ews 
We've made a lot of enemies in the last 2 years 

The Good News 
It's our competitors 

Compare our price list to theirs 
and you'll understand why 

c/o The Mint Card Company • 7452 B&A Blvd., Glen Burnie, MD21061 

Tel: (410) 766-5841 • Fax: (410) 582-9738 
Email: < 

To receive J&M's singles price lists, just 
Phone (714) 459-1014 Fax (714) 589-3235 
^ or visit www.JM-ENTERPRISES.com B J&M Enterprises 1 
29 Via Pausa, Rancho Santa Margarita, CA 92688 

y^s.t~cvbicvr> NJiCjV>rrs° 

Call for this week's special! 
We buy and sell single cards from all M:TG sets! 

Complete Sets! 
Current boxes of M:TG available. 

Complete singles and pack support of 
Legend of the Five Rings. 

CALL FOR THE LOWEST BOX PRICES AROUND! 
Your Galactic Empires™ source 

Monthly tournaments in the Balto-Wash area 

Check/M.O./MC/VISA/AMEX/DlSCOVER accepted. 
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Jjr"Js 
3008 Texas Avenue • St Louis Park MN 5 5426 
Local WroftT(612) 938-816 3 

8-DREAM40 
3 7 3 2 6 4 0 

Plus a Full Line of Other CCG's 
TOLL FREE 

888-MAJOR-50 
Dial 1-888-625-6750 

LOW WHOLESALE 
PRICES 

MAJOR LEAGUE ENTERTAINMENT 
4405 West Saginaw Hwy • Lansing, MI 48917 
(517) 323-3293 • Fax (517) 321-6389 
[«^| Email: MLeague99@aol.com 
£5 International Orders Accepted 
IB * FAST GUARANTEED SERVICE * 

\Ve Buy m 
Spistipes, V Magic: The lathering' • 

4na fW• Star Wars" & much more 

Pre-Selling Tempest 
Shipping is free on single card orders over SI00. 

Oil fi-jccz! 

We sell supplies, deck protectors, dice and much more. 

ijftee micffotied ($urnameufs every week 

free ofen ]>}iy area 

tOeatherkqbt 

New Location in Harrison, MI 
517-539-7256 

international Orders Welcome 
Minimum order $10 • Minimum S/H $5.95 

We accept Visa/Mastercard and money orders 

a trademark o) of FA SA. The Ba ttteTech universe is owned by FASA Corporation and is used by Wizards of the Coas! 
i o! trademafc status should not be construed as a challenge to such status. 
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CARD HIGHLIGHTS 

A Tooth 
for a Tooth 

Lotus Vale 
When Lotus Vale comes 
into play, sacrifice two 
untapped lands or bury 
Lotus Vale. 

<p: Ad d three mana of any 
color to your mana pool. 

Lava Hounds 2 id 
Lava Hounds is 
unaffected by 
summoning sickness. 

When Lava Hounds 
come into play, it deals 
4 damage to you. 

Benalish Missionary 1/1 

Lotus Vale 

DIFFICULTY 

TINA (WHITE/GREEN) 

Benalish Infantry 1/3 

Dingus Staff 

YOUR HAND 

Abyssal Gatekeeper 

our opponent is Tina. You are playing a 

Y Weatherlight draft. Tina is unaware you 

JL have been saving cards, waiting for the 

moment you can take her out in one big fury of 

spells. After drawing your card this turn, you decide 

the time is ripe. It is the beginning of your main 

phase. Defeat Tina this turn without losing. 

Rogue Elephant 3/3 

YOU (BLACK/RED) 

Bogardan Firefiend 2/1 

Spinning Darkness 4 99 
You may remove the top 
three black cards in your 
graveyard from the game 
instead of paying Spinning 
Darkness s casting cost. 

Spinning Darkness deals 
3 damage to target nonblack 
creature. Gain 3 life. 

Urborg Justice flr"?5 

Target opponent 
chooses and buries a 
number of creatures 
he or she controls 
equal to the number 
of creatures put into 
your graveyard from 
play so far this turn. 
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Fatal Blow Coils of the Medusa +1/-1 



Heavy Ballista 2/3 Redwood Treefolk 3/6 

Spinning Darkness Urborg Justice 
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Fallow YVurm 4/4 

Plains 

Bloodrock Cyclops 3/3 

Fire Whip 

Forest Forest 

Swamp (5) 

Hidden Horror 4/4 

Shattered Crypt 

Lava Hounds 4/4 

STUMPED? 
FEAR NOT. 

Hints for the two solution/ess 

puzzles can be found on 

The Duelist website at 
< http.Z/www. wizards. com>. 

Serrated Biskelion 1/1 

Haunting Miser}' 

Llanowar Behemoth 4/4 Ardent Militia 2/5 

Forest Forest 

4 LIFE REMAINING 

Mountain (4) 



Do You 
Believe in 
Magic? 

by Shawn F. Carries 

DIFFICULTY 
D 1 1' !• " I C U I. T 

(Magic-related clues are indicated in red.) 

ACROSS 
I. Killer of Cain 
5. Hoax 
9. "Hyenas laughing— 's the joke?" 

13. Pro Tour winner Loconto (nickname) 
14. Blood component prefix 
15. Pale or striped 
16. Poet Pound 
17. Talisman 
18. More sick 
19. This Alpha card appears in the 

background of a Weatherlight card 
22. Spell 
23. Musician Brian 
24. NaNa 
27. Lucas' furry creation 
30. Rsv. power 
31 . Giant 
32. Trokair's claim to fame 
33. There are two versions of this card's art: DOWN 

one is on a beach, the other at sea 1. Actor Guinness 29. 
36. Containers for Grecian ashes 2. Clown 32. 
37. Gilligan's place in a theater 3. Beige 33. 
38. Nirvana's "Been " (2 words) 4. Bank debt 
39. Casts Berserk twice? 5. Cobbler 34. 
41. Japanese cartoon 6. A Stern Magic player 35. 
42. Word in both a Djinn and an Enchant World 7. Irving and Weber 37. 
43. The Ravens are part of it 8. These artifacts are shaped like 40. 
44. Pro-player Kastle's original surname teardrops. (2 words) 41. 
45. 1/200 of Indy 9. Ether 47. 
46. __—you're it! 10. Clarke's Al 48. 
47. It turns creatures into farmers (nickname) I I .  "Dreams'riches _ easily spent." 49. 
49. These creatures are shown to be 12. Recent Wizards of the Coast acquisition 50. 

foaming at the mouth 15. Mississippi city 51. 
55. Fasten 20. Brand-name cassettes 
58. Russian sea 21. Accommodate oneself to 52. 
59. Woodwind 24. Deck type:Turbo or Squandered 
60. Eats less 25. "If it is weak, either kill it or ignore it. 53. 
61. The four-card limit refers to this part Anything else it." 

of a card 26. Both a Magic novel and card 54. 
62. Origins sponsor 27. It features the equation "E = mc2" 
63. Nettling and Fire in its artwork 55. 
64. Fool 28. Way to make a Clockwork Gnome go 56. 
65. Pentagram of the (2 words) 

57. 

much as a whim... (2 words) 
Not urban 
It changed sexes from Fourth to Fifth Edition 
(2 words) 

it or lose it 
Few have it and eat it 
"Sweetie, it's Brit comedy!" 
Magic's first steps 
Timely convenience store 
Indian religious teacher 
For rent (2 words) 
Plague and Pestilence 
It can be intentional 
Short version of R&D codename for 
Tempest 
"He's got that's filled with toys." 
(2 words) 
Type of artifact that always has a 
card-drawing mechanic 
Vodalian Mages bring "devices from across 
the " 
Reagan's "Star Wars" 
Creature nickname from Monty Python 
and the Holy Grail 
Congressman (abbreviation) 
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N A S T Y 

CARD HIGHLIGHTS 

Tundra 

Mox Jet 

Concordant Crossroads 

Mox Emerald 

Mana Vault 

Orcish Lumberjack 1/1 

Mox Ruby 

Sol Ring 

DIFFICULTY KAREN 20 LIFE REMAINING 

While walking through 
the gaming room at a 
convention, you 

notice a Classic (Type I) Magic 
game in progress, but the players 
are not around. You learn that 
the duel had just begun and each 
player had only taken one turn. 
Knowing that an Arabian Nights 
card was used and that no shuf
fling occurred, can you figure out 
exactly what happened on each 
player's turn? 

DARREN 56 LIFE REMAINING 

What 
Happened 

Was... 

KAREN'S HAND (6 CARDS) 

Mana Vault 1 
Mana Vault does not 
untap during your 
untap phase. At the 
end of your upkeep, if 
Mana Vault is tapped, 
it deals 1 damage 
to you. 
4 : Untap Mana Vault 

at end of upkeep. Use this abil
ity only during your upkeep. 
<y': Add three colorless mana to 
your mana pool. Play this ability 
as a mana source. 

Orcish Lumberjack © 
<?•: Sacrifice a forest to 
add three mana in any 
combination of red 
and/or green to your 
mana pool. Play this 
ability as an interrupt. 

mseesfg 

DARREN'S HAND (0 CARDS) 7 CARDS IN GRAVEYARD 
1 CARD REMOVED FROM GAME 
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Six months, a hijacked plane, 

a deserted tropical island, 

and a pirate ship later, I 

finally set foot in Sri Lanka. 

My goal: to find Leah, 

my long-lost fiancee whose 

supposed death I had been 

framed for on the day of our 

wedding. It hadn't been the 

best of years. After weeks of 

searching, I got the lead I 

needed from a door-to-door 

platypus salesman. Finally, 

I found her. I had so many 

questions. What had really 

happened that day? Who 

was ultimately responsible? 

Why was she pointing a gun 

at me? But before I reveal the 

answers to these questions, 

why don't I take a moment to 

answer a few questions from 

last month's column. 

T 
Live Long and Prosper 

Published in Duelist #18, p. 106 

he goal of this puzzle is rather simple to deduce, since the Prosperous-Bloom 
deck tends to defeat the opponent in only one way. You need to build up enough 
mana to cast a 17-point Drain Life. 

During your main phase: 
1) Tap three swamps, an island, two 

forests, and Undiscovered Paradise to 
add three black (two used as generic), 
two blue, and two green mana to your 
mana pool. 

2) Use one blue and one colorless mana 
to cast Impulse. Draw Emerald 
Charm, a forest, Drain Life, and 
Memory Lapse. Keep the Emerald 
Charm and put the remaining three 
cards (in any order) on the bottom of 
your library. 

Impulse is critical to starting the momen
tum of the deck and getting closer to the 
crucial cards in your library. Emerald 
Charm will let you get an additional blue 
mana. 
3) Use one green mana to cast Emerald 

Charm and untap Undiscovered Par
adise. 

4) Tap Undiscovered Paradise to add 
one blue mana to your mana pool. 
You now have two black, two blue, 
and one green mana in your mana 
pool. 

5) Use two blue and one generic mana 
to cast Three Wishes. Draw Squan
dered Resources, Cadaverous Bloom, 
and Natural Balance and set them 
aside. You may now play these cards 

as though they were in your hand. 
6) Use one black and one green mana to 

cast Squandered Resources. 
As with any Prosperous-Bloom deck, 
Squandered Resources is needed to jump-
start the cycle. 
7) Sacrifice all your lands in play (three 

swamps, one island, two forests, and 
Undiscovered Paradise) to Squan
dered Resources to add three black, 
two blue (used as generic), and two 
green mana to your mana pool. 

8) Use two green and two generic mana 
to cast Natural Balance. Remove 
three swamps and a forest from your 
library and put them into play. 
Reshuffle your remaining four cards. 

The Squandered Resources-Natural Bal
ance trick is also crucial to all Prosperous-
Bloom decks. 
9) Tap and sacrifice all four lands to 

Squandered Resources to add six 
black (three used as generic) and two 
green (one used as generic) mana to 
your mana pool. You now have nine 
black and two green mana in your 
pool. 

10) Use one black, one green, and three 
generic mana to cast Cadaverous 
Bloom. 

11) Use three black mana and lose half 
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your life (that is, 1 life) to cast 
Infernal Contract. Draw Drain 
Life, an island, Memory Lapse, 
and Prosperity. You are now at 1 
life. 

12) Discard everything in your hand 
except Drain Life (City of Soli
tude, both Memory Lapses, 
Power Sink, Prosperity, the 
island, Vampiric Tutor, and Wall 
of Roots) to add sixteen black 
mana to your mana pool. You 
now have nineteen black mana in 
your mana pool. 

13) Use nineteen black (one used as 
generic) mana to cast a 17-point 
Drain Life on your opponent. 
You are at 18 life and win the 
game. 

Piece By Piece 
Published in Duelist#18, p. 108 

The key to solving this puzzle 
is realizing that since every 
card must be used, every 

card has a particular purpose. The 
Flashfires and Magical Hack, for 
example, can only be used to kill 
the Sea Serpent. 
1) Cast Flashfires. Interrupt the 

casting with Magical Hack and 
make the Flashfires destroy all 
islands. This will destroy the Sea 
Serpent. 

2) Cast Lightning Bolt on Brass 
Man, destroying it. 

3) Cast Transmutation on The 
Wretched, making it a 5/2 crea
ture. 

4) Cast Enfeeblement on The 
Wretched, reducing its tough
ness to 0 and killing it. 

5) Cast Blood Lust on Wall of 
Light, making it a 5/1 creature. 

6) Cast Jump to make Wall of Light 
fly. 

7) Cast Spirit Shackle on 
Mahamoti Djinn. 

8) Cast Winter Blast on Wall of 
Light and Mahamoti Djinn. 
This will tap both of them (giv
ing the Djinn a 0/-2 counter 
because of Spirit Shackle) and do 
2 points of damage to both. This 

kills Wall of Light. 
9) Cast Twiddle to untap the 

Mahamoti Djinn. 
10) Cast Terror on the Mahamoti 

Djinn. Then interrupt the spell 
with Sleight of Mind changing 
the word "black" in "nonblack" to 
another color. Then interrupt the 
Sleight with Deflection, picking 
the Infernal Denizen as the tar
get. The Sleighted Terror will 
now work on the Infernal 
Denizen, killing it. 

11) Cast Paralyze on Mahamoti 
Djinn, which taps it and gives it 
another 0/-2 counter from the 
Spirit Shackle, killing it. 

Best Defense 
Published in Duelist #18, p. 109 

The key to solving this puzzle 
is recognizing that Mishra's 
Factory can be tapped for 

mana after it is turned into an 
Assembly Worker and assigned to 
block a creature. 
Jo Ann's turn: 
1) Tap the plains and the forest with 

Wild Growth to add one white 
and two green mana (used as 
generic) to your mana pool. 

2) Use two generic mana to turn 
both Mishra's Factorys into 2/2 
Assembly Workers. 

3) Declare blockers: one Assembly 
Worker blocks the Drudge 
Skeletons; the other Assembly 
Worker blocks the Shimian 
Night Stalker; the Durkwood 
Boars blocks the Beasts of Boga-
rdan with Unholy Strength. 

4) After blocking is declared, tap 
both Mishra's Factorys to add 
+1/+1 to the Mishra's Factory 
blocking the Shimian Night 
Stalker. This will make it a 4/4 
tapped creature, which will do no 
harm to the Stalker but will still 
block it. 

5) Also after blocking is declared, 
use the one white mana to cast 
Swords to Plowshares on your 
4/4 Assembly Worker and gain 4 
fife. You are now at 5 life. 

You want to Swords your temporarily 
4/4 Assembly Worker and not your 
Durkwood Boars. The Boars will 
retain their 4/4 power and toughness, 
which allows you to do the full dam
age you need next turn. 
6) Allow the attack to finish. The 

Scathe Zombies will deal 4 dam
age (2 from the Zombies, 1 extra 
for Bad Moon, and 1 extra for 
Orcish Oriflamme). You are now 
at 1 life. 

Your turn: 
7) Tap the Wild Growth with forest 

to add two green mana to your 
mana pool. 

8) Use one green mana to cast Giant 
Growth on your Durkwood 
Boars, making it a 7/7 creature 
until end of turn. 

9) Use one green mana to cast 
Instill Energy on your Durk
wood Boars. (This is done simply 
to avoid mana burn.) 

10) Attack with your 7/7 Boars. 
Jo Ann is reduced to 0 life. 

It appears I've run out of space for 

this issue. Join me next time and I'll 

fill you in on what to do when a long-

lost love pulls a loaded revolver on 

you. Until then, happy puzzling. * 
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dieting the path of a set of dice. 
This leads me to a utilitarian definition 

of luck. If I cannot predict the outcome 
with certainty, then there is luck involved— 
even if I find a reason for losing after the 
fact. The other players planned to team up. 
The dice were weighted. The cards came 
up in the wrong order. Whatever the situa
tion, the truly skillful player attempts to 
judge probability and payoff as best he or 
she can, and plays accordingly. 

This means that by my definition there 
is no luck in tic-tac-toe between people 
who know the game. Unless a player is 

hopelessly distracted, the game 
will always end in a draw. It also 
means that there is luck in 
chess. When I play someone of 
comparable skill, no one can 
predict the outcome for certain. 
Against a more skilled player-
even Kasparov—I could blindly 
walk into a superior line of play, 
not realizing the long-term 
implications of my moves. 

In chess both players are 
exploring a game tree that nei
ther fully knows, making moves 
they believe lead to favorable 
branches. Even if one player can 
see further than the other along 

the game tree, there is a chance for the 
other player. The only way chess can have 
no luck is if it is fully understood, like tic-
tac-toe, a sterile and dead game. 

Hence, any game whose outcome is not 
a foregone conclusion has a degree of luck. 
Chess and basketball allow skill to influ
ence that luck a great deal. Roulette and 
slot machines allow little or no influence on 
that luck. But if you ever manage to reduce 
the luck to zero, then you have killed the 
game. 

Richard Garfield is working on a new way to 

marry skill and luck with "Frisbee Bingo." 

You Really Can't WinThem All 
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Determining if a game is more luck 
than skill is an exercise game critics 
and players often engage in. This is 
even important in law: there are 
many places where you can play 

games of skill for money, but doing so with 
games of luck is gambling, and so is kept in 
the capable hands of the state. 

I'D RATHER BE LUCKY 
THAN SKILLFUL 
I believe that the standard dichotomy of 
luck versus skill is misleading. This com
parison implies that the more luck there 
is, the less skill and vice versa. To 
me, this is not at all true. The 
reward for skill depends on how 
much luck there is in a game, but 
a game that is mostly deter
mined by luck can have an enor
mous amount of skill. 

A couple of examples will 
demonstrate this. The first is 
rando-chess, which is played as 

, standard chess, but after each 
turn you roll two dice. Roll 12 
and you win! This game has as 
much skill as chess, but also a lot 
more luck and much less reward 
for skill. The second example is 
pikanumber, in which each player 
holds out a number of fingers; who
ever holds out more wins. There isn't 
any luck in this game and not much 
skill, but there is a very high reward 
for what litde skill there is—you 
never lose. Skillful players will always 
draw (unless one has more fingers 
than the other). 

The amounts of skill and luck in a 
game are unrelated, though they 
have a related influence on the game's out
come. If you want to minimize luck, you 
should play the game as many times as pos
sible. A rank beginner has a good chance of 
beating anyone in a single hand of poker. 

But string the hands into sessions and the 
sessions into seasons of poker, and the 
more skill-fill player will consistently win. 

I PLAYED THE LOTTERY 
I 0,000,000 TIMES AND 
FINALLY GOT LUCKY! 
When it struck me that there was luck in 
rock-paper-scissors, I changed my way of 
thinking about it. As a child I had assumed 
it was a game of pure skill because the out
come was entirely determined by the play
ers. Then I learned the strategy that can't 
be taken advantage of: choose randomly, 

If I cannot 
predict the 
outcome 

certainty, 
then there 
is luck 
involved. 

giving each move equal weight. 
There are any number of ways to 

choose moves randomly. I could roll 
dice; use the second hand of my 
watch as a random number genera
tor; think of a word and count the 
letters in it; or try to reach a mental 
state in which I am a random-move 
generator. Even if there is not actu
ally true randomness, it appears that 

way to the other player. My opponent 
might be able to take advantage of patterns in 
my play, but can't be sure of what I am 
going to do in a particular game. Tracking 
the flow of a mind is no easier than pre-



Case Number s38u9ck32e4r 

Name: Chester C. Gamer 
A g e :  1 5 - 2 5  
Gender: 97.2% Male 

Case Report: Subject suckered by online card thief (Klepto von Meathead). Subject 
arranged trade via online trading post and sent off lotus as agreed. Subject received 
nothing. 

Recommendation: www.safecards.com 

Location: North America 

Likes: Collectable Card Games 
Dislikes: Klepto von Meathead 
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HflUF YOUR UGNAUGHTS KICK SOME 
JAWA BUTT 

I F  I T ' S  I N  Y O U R  HEAD 

I T ' S  I N  HERE 

C L O U D  C I T Y  F A L L  1 9  9  7  

d e c i p h e r 8  .  .  .  ,  
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